ENTER THE MATRIX: HANDS-ON IMPRESSIONS, NEW SCREENS 


Dead or Alive: Xtreme 
Beach Volleyball, Indiana 
Jones and the Emperor's 
Tomb, Tao Feng, Apex, 
World Series Baseball 2К3, 
Rayman 3, and 12 more. 


The Xbox game you've 
never heard of. XBN digs 
up the deadliest first- 
person shooter since Halo. 
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Make games, not war. 


At the nonsense and phlegm- 
fueled sweatshop that is 
Xbox Nation, we choose to 
approach videogames as pieces of art 
and not merely corporate product. 

This is often a difficult task for a 
number of reasons. For one, games are 
currently still an intensely commercial 
art: constructed by artists, but very 
much motivated by commerce. The 
medium is still rather primitive, far more 
dependent upon technique and 
technology than nuance and narrative. 

But creative minds endure. In this 
issue we have managed to uncover 
some of the most elegant pieces of 
interactive artistry being developed for 
Xbox. Deus Ex 2: The Invisible War is 
Warren Spector's newest opus, and a 
revelation in user-defined experience. 
First-person sci-fi adventure Breed is 
the work of ten dedicated developers; 
the Brat Designs philosophy is based 
around using small teams of 





experienced people with a shared 
vision, rather than vast legions of 
disconnected staffers. 

And let us not forget this month’s 
cover title. Perhaps the single most 
beautiful videogame ever to dilate our 
collective pupils, Soul Calibur 2 is the 
enterprise of masters at work, digital 
craftsmen whose tools are rapidly 
maturing and whose time has finally 
come. Brilliantly conceived and 
flawlessly executed, the game 
manages a level of elegance previously 
unmatched in the medium. Check out 
our exclusive feature on page 68. 

Hollywood—whose ratio of art to 
commerce hovers perhaps slightly 
above that of videogames—is also 
becoming an increasingly significant 
factor. Though the concept of the 
licensed movie game has been around 
since Raiders of the Lost Ark graced 
the Atari 2600, we are now being 
ushered into a time where videogames 


and Hollywood are working in unison. 
As "the game" and "the movie" 
become less and less visually distinct, 
so the boundaries blur; Indiana Jones 
and the Emperor's Tomb (p. 80) helps 
illustrate the point quite succinctly. 

Although XBN has its lingering 
doubts about the forthcoming Enter the 
Matrix game, we must give credit 
where it is due: The Wachowski 
brothers have singly helped propel 
things forward. In a superhuman feat of 
multimedia juggling, they were able to 
conceive a truly ground-breaking 
videogame on top of filming two of the 
most eagerly anticipated sequels in the 
history of cinema. A 241-page script, 
an hour's worth of exclusive footage, 
and a storyline which runs parallel to 
that of the film; impressive stuff indeed. 

XBN has its fingers crossed that the 
team at Shiny Entertainment is capable 
of helping them realize their vision. 
Evan Shamoon 
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Evan Shamoon 
Bizarro-World Evan 


A patron of the arts, Evan 
Shamoon can often be seen 
attending the theater cheering 
politely at the antics of his 
favorite thespians Chesty La 
Rue and Donna Dynoknockers. 
Generous to a fault, his 
contributions to support 
creative expression, in the form 
of neatly folded $1 bills, stand 
as a shining example for 
philanthropists across the land. 


Cindy Lum 
Robo-Cindy 


New to the Xbox Nation staff, 
managing editor Cindy Lum 
brings a certain class to the 
proceedings. She has also 
brought, in no particular order: 
hygiene, humanity, decency, 
and pants. Lum is the 
missionary impressing the 
natives with fire and, if we are 
good she promises, she will, in 
fact, bring back the sun. 


Che Chou 
Bachelor Party Che 


Sassy automaton Che Chou is 
all like, "Bam!" and we're all 
like, "Don't bring that in here!" 
But he does. Sometimes he 
brings it in here and leaves it to 
Collect dust. Also, the stuff that 
he drops, you can't quite stop 
as it is so darn good. He also 
plays bass guitar in a band and 
is now married. We're just 
saying is all. 








David Ziganay 
Work-and-Buy Dave 


Listen carefully in the XBN 
offices and you might just hear 
the mating call of the North 
American Purchasaurus. 
“Stuffstuffstuff,” it will say and, if 
overheard by another 
Purchasaurus, the call will be 
responded to with, “Buybuybuy.” 
Mr. Ziganay has made a careful 
study of these curious creatures 
and can now mimic their call 
with uncanny skill. 


Greg Orlando 
Hypno-Greg 


Of Greg Orlando the historical 
records read thusly: Spent his 
entire life trying to turn staples 
into haute cuisine, failed 
miserably. Punched in mouth by 
Mohandas K. Ghandi in a dispute 
over silverware. Died in a tragic 
pancake accident. The cryptic 
inscription on his grave reads, 
“Greg Orlando will return in 
Yesterday Never Wears Socks.” 


Andrew Mendoza 
People’s Party Drew 


Andrew Mendoza has completed 
a thorough investigation on the 
bizarre habits of individuals who 
take a piece of paper, write 
“Trash/Basura” on it, and then 
leave it for the cleaning women 
in office buildings. His findings 
indicate these people are insane. 
He says a little trouble makes it 
worthwhile, and we'd say he's 
silly, except he’s got the BFG. 
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Nextoox 


The next incarnation of the gaming console 
draws near, and we’ve been taking notes. 





Xbox 2 looms largely on the horizon. Barring any sudden change of plans from the 

competition, 2005 looks to be the year of Microsoft’s imminent second strike into 

the console market. It is likely, in fact, that Xbox 2 and Playstation 3 will launch on 
the same exact day. 

Talking to leading French financial newspaper Les Echos, Bill Gates stated “the next- 
generation Xbox will feature digital-media capabilities such as video and photo editing, in 
addition to games.” Microsoft also recently announced they will release a new software 
environment called Media2Go this year, for portable video devices (PVP), which allows one 
to transport media content from one system to another; Xbox will support this software 
environment as well. Despite the company’s repeated insistence that its machine is “just a 
games console,” remarks such as this indicate Xbox as the living room set-top box Trojan 
horse pundits have long expected it to be. Gates also noted that Xbox 2 will feature 
“Internet capabilities without the need for direct connections through Wi-Fi [Wireless- 
Fidelity]." Xbox Nation expects to see DVR digital video recording (think TiVO) as well, along 
with proper USB keyboard and mouse support. The wireless controller revolution is also. 
inevitable, and will no doubt help open the medium to a mass market; doing away with 
traditional controller ports seems almost inevitable. 

At first, news that nVidia—the company responsible for Хбох 5 custom-graphics proces- 
sor—and Microsoft have settled amicably over its chip pricing dispute appeared to be a 
telling sign nVidia was onboard for round two. Recent reports, however, indicate that nVidia 
is possibly wavering on supplying chips for the upcoming console; no huge surprise, as 
Microsoft is essentially bleeding money on Xbox, having recently announced a $348 million 
loss on its venture in the last quarter. nVidia CEO Jen-Hsun Huang issued the following 
statement: "We would be delighted to work.with Microsoft on the next Xbox, but we аге a 
company with many opportunities: "Filling the vaci 'irrthe.ever-turning rumor mill is 
hardware rival ATI, hotly tipped 85 a, potential Supplier. of.graphics téchnology for Xbox 2. 

But the questio: lingers: “бап ап American, console prosper Without,the dutifül'support of 
thedapanese c development community and, со sequently, the support of the Japanese Ж 

ው መ "consumer? | һе incessant and ongoing criticism ነ Xbox has received from both the pres EL "е 
„ебћвитег, both locally and abroad, is unprecedented. If Microsoft hopes to gain cultural : - " 
clout—a requirement, essentially, in an industry largely predicated on aesthetic presenta- ኤሮ ከኤ ~ 
tion—then the design choices it makes for its next round of Xbox hardware will be crucial. Іп R " 
order to make inroads into the Japanese market, then an emphasis on both form and 
"чипеноп (which the company essentially ignored with its first iteration), and'a general. 
slimming down of the console will ultimately be necessary. 

If nothing else, Microsoft has proven that, while the Suits in Redmond can commit to 

-. Some fairly bad decisions, the House of Gates always learns from its mistakes. ™ 
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Ubi Soft releases free downloadable mission for Splinter Cell 








Those who can’t get enough 

of George Clooney, can dip 

back into the anti-terrorism 
fun box, otherwise known as Splinter 
Cell this month when Ubi Soft 
releases a free, Xbox Live-exclusive 
downloadable mission. 

Dubbed Kola Cell, the new 
scenario has Clooney look-alike Sam 
Fisher infiltrating an abandoned 
factory to shut down a renegade 
faction. Fisher has to sneak in, stalk 
fools, snap necks, and retrieve 
sample codes from Phillip Masse, 
Nikoladze's mad scientist from the 
original Splinter Cell storyline. 

In terms of introducing new 
gadgets and moves for Fisher, Kola 
Cell is fairly tame. Producer Mathieu 
Ferland tells us there won't be new 
techniques, but rather smaller, tighter 
levels for players to exploit. "We 
wanted to give people more opportu- 


nities to use the split-jump move 
strategically," Ferland said. "The split 
jump is offered frequently, and 
adds a whole new dimension to 
the gameplay." 

Unfortunately, Fisher will only 
have access to all his old gear. 
"[There are] no new gadgets in 
the game, but Sam can now 
interact with a new object—a 
shovel." While Ferland did not 
elaborate on the uses of said 
shovel, he mentioned the 
gorgeous environments in 
Kola Cell, featuring 
stained-glass windows, 
layers of soft billowing 
spider webs, and laser 
effects. "This is the best- 
looking level we've made so 
far. We're finally starting to 
master our own technology," 
Ferland said. 


















Safe bet: The new downloadable content will 
use even more gratuitous lighting effects. 











Offers $200,000 for Xbox Linux 








The mystery man behind the 
$200,000 challenge issued to 
anyone who could get Linux 
working on the Xbox has revealed 
himself: He's Michael Robertson, 
founder of MP3.com and chief 
operating officer for the software 
company Lindows. The challenge 
comes in two parts and each holds 
a separate $100,000 prize. The first 
part, to get the operating system 
Linux working on Xbox, has already 
been completed by several groups. 
No group or person has, as of press 
time, met the conditions for 
Robertson's second challenge: to 
get Linux to run on an Xbox with 
absolutely no modifications. 














Please sir, we'd like more Japanese RPGs 








| The RPG-starved Xbox 

recently got another dose of 

saucer-eyed anime character 
designs when developer Aquaplus 
recently released Tenerezza in Japan. 
Set in a fantastical land of whimsies, 
Tenerezza (which means "tenderness" 
in Italian) is the self-proclaimed witch 
of the game who leaves her town and 
embarks on an epic quest to save a 
fellow adventurer in trouble. 





Tenerezza and Scarlet Bear's first date ended 
tragically when lasers fell from the sky. 


As an action RPG, Tenerezza 
allows players to engage in both 
magical and physical attacks, in a 
vibrant 3D environment reminiscent 
of, well, just about any Japanese RPG 
out there. Aquaplus, better known 
in Japan for its history of 
hentai (or “lewd”) games, is 
now on the lookout for 
prospective publishers of 
Tenerezza stateside. 


Videogames and hentai are two great 
reasons to learn Japanese. 



























Overheard 
“I would like to see Xbox sales improve 
outside the U.S. If sales don't improve, | think 
the industry will become dull." — Juro Watari, 
director of Sega's Hitmaker studio 
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Shenmue III in motion 
News from Sega's АМ2 studio reports that 
series creator Yu Suzuki will relinquish 
producer duties on Shenmue // to colleague 
Shin Ishikawa. 


Rare collectibles 
Word has it that Rare's latest Xbox game, 
Kameo, features an original monster captur- 
ing and raising gameplay concept that 
requires players to "catch them all." 


The ultimate fan-fiction 
Fierce Legends Software, a group of Final 
Fantasy fans, are working on a prequel to 
FFVI for the PC. No actual word on when 
this free homebrew project will see release. 





Conceived Бу the creators of “The Matrix Trilogy” 
as an explosive prelude to “The Matrix Reloaded” 


FINAL FLIGHT — 
—À 


is a visionary ten minute short film powered by cutting edge CG-animation 
and is one of nine mind-bending stories from “Тһе Animatrix”. 


It will premiere with the release of “Dreamcatcher” 
in movie theaters everywhere. 
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Playing a game, especially one 

that is graphically rich, entails 

looking at the big picture; 
sadly, one often simply lacks the sheer 
eye power to visually digest everything 
happening onscreen. With games 
featuring excellent visual sensibilities, 
catching the action mid-frame can be 
fantastic—comparable, on some level, 
to watching someone we really like get 
undressed. Some snapshots look really 
nice, while others—like when that 
special someone is twisting their body 
all weird to take off a shirt—can make 
for decidedly nonphotogenic moments. 

Rather than focusing merely on 
technical accomplishments such as 
maintaining a steady "frames-per- 
second" rate (so games run smoothly 
with no slowdown), we'd like to empha- 
size the artistic side of how games look 
and move. Titles which are attentive to 
an overall aesthetic philosophy have 
what we'd like to call (with tongue firmly 
in cheek) a high "art-per-second" ratio. 
It'S a simple truth that the best 
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games have а lot going on at any given 
moment; a combination of compelling 
visuals, A.l., and physics. Naturally, one 
tends to notice the graphics first. Take 
a game like Zone of the Enders: The 
2nd Runner on the PlayStation 2, for 
instance. In motion, ZOE2 is a sight to 
behold. Snap a random shot of the 
game, and chances are the resulting 
image will be a beautiful one. 
Unfortunately, 2022 isn't an Xbox 
game. But Microsoft's big black 
monolith has several titles featuring 
high art-per-second ratios. One look at 
Sega developer Smilebit's creations 
Panzer Dragoon Orta, Jet Set Radio 
Future, and GunValkyrie, Capcom's 
Steel Battalion, or Tecmo's Dead or 
Alive series, and the evidence is clear: 
the Xbox is starting to accumulate a 
handful of powerful visual experiences. 
Take everything that makes Halo 
memorable—sharp A.l., convincing 
physics, and detailed graphics—and 
you have something with play-by-play 
moments just as exciting as any giant 


mecha wet dream in ZOE2. Toss a 
Sticky plasma grenade onto a grunt in 
Halo and watch him run into a squad of 
teammates—the little twerp flips out. 
Add friendly space marine squad mates 
and throw some vehicles into the mix, 
kicking up dirt and dishing destruction, 
and the scene gets completely out of 
hand. Shell casings fly, bodies flail, and 
guns blaze—all of this the direct result 
of player interaction. The better the 
player, in fact, the higher the art-per- 
second ratio. 


There’s no question game develop- 
ers—the folks who put all this stuff in 
motion—are artists. More significantly, 
however, game designers (and their 
talented teams) construct an engine, or 
an “interactive canvas” for the player to 





manipulate, creating the potential for 
his or her own unique snapshots. 
Ultimately, gamers are the true 
catalysts enabling these imaginative 
experiences, allowing the engine to do 
all of the dynamic/beautiful/bizarre 
things it's programmed to be capable 
of. We express ourselves through these 
crazy interactive tools; and as game 
design gets more complex, so will the 
level of our interaction with them. 

With game concepts still at a 
relatively infantile stage in the larger 


scheme of things, all of this has quite 
endless potential. Now, whether or not 
any of these future artistic develop- 
ments grace the Xbox is another 
question altogether... 
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Meet the world's most notorious drivers оп һа There are по rules - drive a in the city. Find The Midnight Club is now open to motorbikes. 
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CONVERSATION NATION 


Under the guise of anonymity, two Xbox Nation editors slug it out via the chat 


room regarding the practice of patching Xbox games. Let the cursing commence! 





When it was announced that 
Digital Extremes planned a 
patch for the Xbox release of 
its Unreal Championship, the news hit 
with some force. Released via an Xbox 
Live download, the patch allowed for 
such things as improved stat 
collection, team balancing, and graph- 
ics control. It also fixed a bug allowing 
players to leave a map's boundaries, 
and other small problems. 

More importantly, it opened an 
enormous can of worms. Via Xbox 
Live, Xbox games can now be 
modified via patch downloads, as is 
common with PC games. 

Two Xbox Nation editors recently 
squared off with one another on the 
topic of patches—Pro vs. Con. Here, 
now, is their conversation. 











Xbox Live allows for spectacular online 
battles, downloadable content, voice chat, and 
now, games to be patched after their release. 
Unreal Championship is the first game to see 
patching via Xbox Live. 
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Conversation: 














Stum pyJoePeeps: Why encourage console developers to put out crappy games that сап be fixed after the fact? 

Stum pyJoePeeps: Simply put, you are a Neanderthal for thinking this is a good thing. Consoles have standards, and these 
standards should apply for all games. 

PeterJamesBond: I'd rather see developers follow up on their mistakes than simply let them sit on store shelves without a fix. 
StumpyJoePeeps: PC developers have become lazy. They know they can rush games out and patch them once the unfortunate 
souls who bought the games complain. 

PeterJamesBond: Look at the facts: Unreal Championship post-patch is better than Unreal Championship pre-patch. 
StumpyJoePeeps: Console developers should be held to a higher standard. 

PeterJamesBond: Unfortunately, it's in the hands of the publishers. Deadlines will not be extended regardless, and the consumer 
is left hanging with an unfinished game and no reconciliation. 

Stum pyJoePeeps: If Microsoft wants to establish its Xbox as a game console and not a PC, it shouldn't allow patches to plague its 
system. And what about the people who bought the game who don't have Xbox Live? Plenty of people bought NFL 2K3 without 
owning Xbox Live. 

StumpyJoePeeps: My argument is simple. The Xbox is a console. Its developers should be held to a set of standards imposed by 
Microsoft. Patches give developers the excuse to rush an inferior product to stores. 

StumpyJoePeeps: And that, essentially, is bad for business. Bad for you. Bad for me. Bad for game fans. Good for lazy 
developers and greedy publishers. 

PeterJamesBond: Every time a patch comes out for Starcraft on the PC, | look forward to it. 

PeterJamesBon: improves my play experience, plain and simple. 

StumpyJoePeeps: Well, why did you need to wait for an improved play experience? 

StumpyJoePeeps: Because the developers didn't get it right the first time. 

PeterJamesBond: Why should the Xbox not be afforded the same benefits as the PC? What's the logic in separating them? 
StumpyJoePeeps: Because the Xbox is a CONSOLE. Its makers have stated they don't want it to be a PC. 

PeterJamesBond: If the process is automatic and doesn't require fiddling with files or folders, it will be a simple and 
straightforward. And everyone will benefit. 

StumpyJoePeeps: Yes. And a hassle. 

StumpyJoePeeps: And no one benefits, least of all the people who have to buy Xbox Live service to fix a game that's broken. 
PeterJamesBond: Xbox Live should be required for Xbox owners. It's the direction games must take in order to evolve, and if it 
takes а little bit of prodding--i.e., having people download patches via the service—then so be it. 

Stum pyJoePeeps: Oh, come оп now. Now you're arguing that people should fork over however much per year for an Xbox Live 
account, as well as god-knows-how-much extra per month for specific games? А! for the joy and priviledge of downloading patches 
for broken games? 

PeterJamesBond: It's simply a matter of quality; digital cameras' BIOS's get updated. Computer software gets updates. Even my 
iPod software just got fixed. As this stuff gets more complicated, so must the support systems for it. 

StumpyJoePeeps: So developers and publishers can get rich shipping titles that are unfinished? 

PeterJamesBond: For the joy of social interaction in games. 

StumpyJoePeeps: The fact is, a game need not get more complicated 

StumpyJoePeeps: It should stand as a complete whole, without the need for revision or alteration. 

PeterJamesBond: Here's how | see it: The publishers will have their way regardless. The Matrix, for example, will ship to retail on 
May 15th, finished or not. 

StumpyJoePeeps: If you want to update your games, downloadable content is fine. It's NOT okay, in the case of Unreal, to fix stuff 
that was wrong with the initial release. 

PeterJamesBond: Now, if Shiny wants to patch their game after the fact, the only system which will allow it to happen is Xbox. 
Why negate that? 

PeterJamesBond: Again, it's publishers vs. developers. 

StumpyJoePeeps: Because Shiny should not be encouraged to ship crap. 

PeterJamesBond: The developers care more about perfecting their product; once it ships to retail, the publisher couldn't care less 
anyway. 

StumpyJoePeeps: Microsoft should, as the bearer of Xbox standards, hold a line against games that ship with bugs/flaws/what 
have you. 

PeterJamesBond: | doubt Shiny wants to ship crap. I'm sure, however, Infogrames wants to ship by the 15th. 

StumpyJoePeeps: It's called STANDARDS. And if Shiny/Infogrames don't meet Microsoft's standards, the game should not ship. 
PeterJamesBond: But as you and | both know, it certainly will... 

StumpyJoePeeps: Then Xbox owners should not be made to suffer for it. The practice of patching games is repugnant. It's done 
on PCs because of laziness, and because PCs have no set standards. 

PeterJamesBond: It will be a rare thing when games have to be patched--it will either be due to a new system launch (i.e. Xbox 2), 
а new service launch (i.e. Xbox Live), or a game with a set tie-in date with the release of a movie. Those will be the rare exceptions, 
and working around them is better than ignoring them. 

StumpyJoePeeps: So that makes it okay? Microsoft should have the guts to say: We have the technology to make patches a 
reality, but we will not tolerate them on our system. 

PeterJamesBond: Be a realist, you tree-munching, standards-having, idealistic hippie. | love games, and | want the Unreal 
Championship patch because it will improve my game and the experience it provides for me. 

StumpyJoePeeps: And you are what's wrong with America. When did it okay to ship junk and say, "It's okay, we'll fix it later!" 
PeterJamesBond: Since forever, and for forever. 

PeterJamesBond: Our country is founded on that belief, you communist! 

StumpyJoePeeps: Anyway, patches, like you, are stupid. 

PeterJamesBond: Okay | think we're done. 
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Xbox Nation grills lon Storm’s visionary designer, Warren Spector, on 
freedom, liberty and the pursuit of pacificism in videogames. 


Welcome to the first edition of 

Pop Quiz, Xbox Nation’s 

bimonthly interview with 
important folks who make good 
videogames. The premise is simple— 
show a designer a series of screen- 
shots, and let them guess the game, 
and its relevance to their own work. It’s 
hoped the interviewee will also give 
valuable insight into his design philoso- 
phies through these conversations. 

The first victim is none other than 

Warren Spector, the man in the eye of 





Autoduel 


Publisher: Origin Systems 
Platform: Apple ІІ, C64, РС 


Spector: Yeah! It’s Autoduel. | was at 
Steve Jackson Games working on 
[paper-and-dice] games like Ogre, Toon, 
and also stuff for the Car Wars franchise 
at the time. This was at SJG back when 
Richard Garriot [aka Lord British of the 
Ultima PC RPG series] made a deal to 
license this thing from us. | loved this 
game! In fact, the first thing | did when | 
went to work for Origin years later was 
propose an Autoduel 2, which never 
actually got made. To this day, | wish 
somebody would remake this game. 


020| XBN 


lon Storm, and the creator of Deus Ex: 
The Conspiracy and the Thief series. 
Ex's latest Xbox sequel, Deus Ex 2 (see 
the preview story on page 60), 
perfectly illustrates Spector's primary 
focus: making games that afford 
players the freedom to create their 
own customized, unpredictable narra- 
tives. Each one of the titles chosen 
below is, in some way, connected to 
Spector's unique viewpoint on 
game design. 

Now, let the test begin... 


Developer: Origin Systems 
Year: 1985 


[Ed. Note: We chose Autoduel because it 
was a game ahead of its time.] 

Spector: In a lot of ways, Autoduel cap- 
tured some of the same spirit that ended 
up in [PC] games like Space Rogue, 
which ended up in Ultima Underworld, 
and Privateer...just that whole combina- 
tion of gameplay styles that makes it so 
classic. Autoduel had role-playing plus 
action, with character development and 
a great storyline. | have to say, it was a 
pretty swell little game. And one that 
deserves to be remade—even today. 





Ultima VII 
Publisher: Origin Systems 


Platform: PC, Super Nintendo 


Spector: Oh my god! Why are you 
doing this to me! [Laughs] Yeah, Ultima 
МІ. 18 this like a Rorschach test ог 
something? You want me to free-asso- 
ciate here? 

[Ed. Note: For its time, Ultima VII was ап 
ambitious RPG Spector worked on that 
featured a huge, super-detailed world. 
Sort of like a 2D precursor to Shenmue.] 
Spector: You know, | liked Ultima VII 
pretty well...| thought it was graphically 
amazing at the time. | liked what we 
were trying to do with the interface, but 


Warren Spector 

Title: Studio Director, lon Storm Studios 
Current Xbox Project: Deus Ex 2 

Past Projects: System Shock (PC), Ultima 
Underworld | and Il (PC), Deus Ex (PC, PS2) 





Developer: Origin Systems 
Year: 1991 


as far as compelling gameplay goes, it 
has to be Ultima IV or VI for me. IV 
showed me games could be more than 
just kill everything that moves or 
increase your stats. And V/ probably 
because it was the first one | worked 
on with Richard, and it was such an 
amazing experience for me. Ultima VII 
seems a bit derivative. Even after the 
100 hours of gameplay and deep con- 
versation trees, it didn't seem quite as. 
epic or innovative, ultimately. It was a 
great technology engine, that's for sure. 





System Shock 2 





Publisher: Electronic Arts 





Developer: Looking Glass Studios 





Platform: PC 





Year: 1999 








Metal Gear Solid 2: Substance 





Publisher: Konami 





Developer: KCEJ Tokyo 





Platform: Xbox 





Year: 2002 








EverQuest 





Publisher: Sony Online Entertainment 





Developer: Sony Online Entertainment 





Platform: PC, PS2 





Year: 1999 








Spector: Oh, good ol’ System Shock... 
oh wait, this is System Shock 2, isn't it? 
[Ed. note: Yes, it is the sequel to 
Spector's groundbreaking 3D RPG. 
System Shock 2 combined the the action 
elements of a shooter with the depth and 
narrative of an RPG. System Shock 2 
(which Spector didn't work on) took 
these ideas and ran with it. Playing it 
now, it feels like an early attempt at the 
open-ended Deus Ex-style gameplay.] 
Spector: Right, | had nothing to do with 
System Shock 2. What made System 
Shock so amazing was that our team 
was so cohesive, because we had just 
come off of the Ultima Underworld proj- 
ect. It was truly a team effort—every- 
body contributed to every aspect of the 
design, and every one was on the same 
page. It was great, and | think that 
shows up in the quality of the work. 
System Shock 2? І had nothing to do 
with this. I’ve played it, and | think it's a 
wonderful game, but | would have made 
some different choices here and there. 


Spector: Ah, Metal Gear Solid 2. | played 
the first one, but haven’t had a chance 
to play MGS2. 

[Ed. note: We chose this game for two 
reasons: First, the MGS series popular- 
ized stealth-action gameplay, a theme 
that Spector’s first-person Thief games 
are based on; and second, for what 15 
the equivalent of a summer blockbuster 
in the gaming sphere, MGS2 had one of 
the most experimental narratives ever.] 
Spector: Yeah, | think MGS2 definitely 
popularized stealth-action gameplay. In 
fact, it even became somewhat of a 
buzzword, which | hope works some- 
what to the benefit of Thief Ill, which 
we're doing for the Xbox. | think Thief 
and Thief Il are actual stealth simula- 
tions, whereas MGS2 is more of a puzzle 
game. You try and figure out these puz- 
zle layouts and figure out how not to get 
spotted by the Al, or the best way to kill 
them. It’s also a game where | find 
myself playing a lot with the radar, which 
is a gameplay crutch. Pretty annoying. 


Spector: Ah EverQuest. ІЛІ be brutally 
honest here and cut right to the chase: | 
can't stand online RPGs. 

[Ed. note: EverQuest Online Adventures 
just came out for the PS2, while 
Phantasy Star Online is now available 
on all three consoles. It seems a lot of 
folks out there believe that massively 
multiplayer online RPGs, with all its 
huge virtual environments, communi- 
ties, and online human interaction, are 
the future of gaming. Spector obviously 
disagrees.] 

Spector: To me, games like EverQuest 
are just graphical chat rooms where you 
get together online, kill a bunch of stuff 
and increase a bunch of stats. I’ve liter- 
ally seen someone—an artist here at 
lon Storm—who used to be a total 
EverQuest geek, and he literally stuck 
pencils in his keyboard to [automate 
the process] of running across the 
[game] world. You know, | just have no 
desire to play a game requiring the 
player to do something like that. 





Morrowind: The Elder Scrolls 





Publisher: Bethesda Softworks 





Developer: Bethesda Softworks 





Platform: Xbox, PC 





Year: 2002 








Planescape: Torment 





Publisher: Interplay 





Developer: Black Isle 





Platform: PC 





Year: 1999 








Grand Theft Auto III 





Publisher: Rockstar Games 





Developer: DMA 





Platform: PS2, PC 





Year: 2001 
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Spector: Ah, сап | not comment оп this? 
XBN: Do you recognize it? 

Spector: It's Morrowind, isn't it? 

XBN: Not a big fan? 

Spector: | respect what Bethesda does. 
I think their ambitions are amazing and 
I'm glad they exist. 

[Ed. note: Morrowind adopts a lot of 
design philosophies that Spector also 
believes in: emergent narratives, nonlin- 
ear character development, and free 
environments.] 

Spector: There are a lot of people who 
see similarities between the games I've 
produced and designed, and the games 
in the Morrowind/Daggerfall series. | 
don't really see it. The Bethesda guys 
always go for the biggest world, and the 
most open-ended world they can— 
almost to the point where their games 
feel like а single-player EverQuest. ут a 
fan of smaller, denser environments, and 
more obvious stories that players weave 
in and out of through minute to minute 
choices in the game. They go for bigger 
is better, І go for smaller is cooler. 


Spector: This looks like...uh, what is 
this? Is this one of those Black Isle 
RPGs? Or a Bioware game? 

XBN: It was published by Interplay, does 
that help? 

Spector: Yeah, okay. Didn't play it. Is this 
Planescape: Torment? 

[Ed. note: Yes, we picked this game 
because Torment was an offbeat RPG 
that valued plot, and most importantly, 
moral decisions that affected how the 
game world would unfold. Torment gave 
the player alternatives to violence, which 
is practically unheard of in an RPG.] 
Spector: | played a little bit of this game, 
not too much. I’m kind of out of the 
third-person perspective role-playing 
business, as a developer and a gamer. 
Entirely personal choice. The traditional 
D&D-style, increasing your stats, going 
through branching conversation trees, 
and controlling a partying thing just 
doesn't interest me much anymore. 
Obviously, there are still lots of fans of 
this style out there. 


Spector: Grand Theft Auto III is third- 
person, it's cinematic, it's cool, it's fairly 
linear, and not the kind of game | partic- 
ularly want to make at this point. 

(Еа. note: We chose СТАЗ not because it 
was Spector's style, but because we 
wanted to get his commentary on gratu- 
itous violence in video games.] 

Spector: You know, we do violent games 
because it's easy for us and not much 
else is. And we make violent games also 
because they sell, of course. Violent 
entertainment, especially in the early 
years of any media, is going to sell; it's 
unclear why. But if you look at early cin- 
ema, there are a lot of chases and gun- 
play—l can literally name silent films 
from 1903 to 1920 filled with exactly the 
kind of stuff people are complaining 
about in games nowadays. The games 
industry will outgrow it just the way the 
other media did previously. | literally 
don't think there's any danger in virtual 
violence, at all. It's crazy for us to even 
worry about it. 
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Peter Chung, of Aeon Flux and Reign the Conqueror fame, enters the Animatrix 











Hardly a savvy marketing tie-in 

to the mega-blockbusters that 

both The Matrix Reloaded and 
The Matrix Revolutions will certainly be, 
The Animatrix is a facet of the 
Wachowski brothers’ passion for anime 
realized on their own terms. The 
concept: Nine films centered on the 
prevailing concept of man having been 
overrun by machines, directed by 
seven renowned creators from the 
world of animation. The result: A 
catalog of provocative, ingeniously 
distinct short films, each oozing the 
flavor of the director at its helm. 

One in particular, Matriculated, is the 
brainchild of Peter Chung, the creative 
force behind the tricked-out future riff 
Aeon Flux, an inspired blast from MTV's 
Liquid Television past. Mr. Chung gave 
Xbox Nation a taste of what to expect 
when the DVD comes out this June. 


Xbox Nation: How were you first 
approached to work on The Animatrix? 


Peter Chung: It’s a bit convoluted. | 
heard about the project first through 
people who were working on it at 
Madhouse studios almost two years. | 
just heard that they were doing a 
couple of episodes of Animatrix, and it 
sounded like a great project. It took 
some time, but fortunately for me, one 
of the Japanese directors that they had 
originally assigned one of the episodes 
decided to leave the project, so one 
episode became available to me. 


XBN: Each episode seems like it’s a 
piece of the massive Matrix puzzle. 
There are so many different styles in 
tow, from the exaggerated proportions 
of you character designs to the photo- 
realistic renders of the Square USA 
short. Did the Wachowskis play an 
intricate role in assembling everything? 
Chung: Well, there are nine episodes in 
total, and they wrote, | think, four of 
them—The Second Renaissance (Part 
One and Two), Final Fight of the Osiris, 


and Kid's Story, and the rest of them 
were written by the different directors. 
By the time | came in, it was very late in 
the entire schedule. Partly because of 
that, and partly because the brothers 
were very busy starting to shoot the 
sequels, they pretty much left me alone 
to do what | wanted. So it was good for 
me. | think it ties in very well with the 
rest of The Matrix stuff, and at the same 
time it's completely my own idea. 


XBN: From your past work on Aeon 
Flux, Reign, and other projects, where 
does Matriculated fit in? 

Chung: This was very much like 
working on Aeon Flux, in a way. What 
was good about it was, we had a better 
budget and we had a more generous 
schedule than we had on Aeon Flux. 


XBN: Overseas projects are typically 
done on shoestring budgets, no? 
Well, it was better than a TV series, but 
it wasn’t anywhere close to a theatrical 





feature budget. Per second of anima- 
tion, it was way below a TV 
commercial—those have much better 
budgets. If you break it down in terms 
of cost per minute, | stretched my 
budget pretty far because | ended up 
making a film twice as long as | original 
planned to. Originally, | was supposed 
to make something like an 8-minute 
film, and it ended up being 16 minutes 
with pretty much the same budget. 


XBN: Your style is entirely your own. 
Do you draw your inspiration from the 
masses rather than specific sources? 
Chung: My own tendency is to look at 
a lot of different things. American, 
European, Japanese, Asian, live-action, 
animation—all different genres and 
styles. | try to find what’s valuable in 
each one of those things. | try to not 
think, “I’m working now in a particular 
style,” like lm working in a Japanese 
animation style or the Disney style. | try 
not to think in terms of categories. 





Nightmare Creatures 3? 

Ubi Soft recently gained the rights to 
publish Nightmare Creatures 3: Angel of 
Darkness. Look for this decidedly mediocre 
horror series to make its way to Xbox soon. 
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Dead or Alive Redux 
“We are making Dead or Alive: Code Cronus 
to show the world how much Team Ninja 
loves Xbox," Tomonobu Itagaki recently told 
GMR magazine. Our take: Whoo. Hoo. 


Alias Acclaim 
Acclairn, once known to have made a good 
game, will foul up consoles, including Xbox, 
with videogame versions of the hit TV show 
Alias. We're holding our breath. Seriously. 


Microsoft Platinum 
Cheap is good, and Microsoft recently 
announced plans to sell select Xbox games. 
for $20 as part of the Platinum Games 
program. www.xbox.com/platinumhits. 
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A report from the front lines of the online war 
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(Top) This year will see an add-on disc for 
current owners of Steel Battalion to play online 





Last August, Sony shattered 

the online barrier with its 

Network Adaptor. Three 
months later, Microsoft launched its 
broadband-only Xbox Live. Around the 
same time, Nintendo stumbled in with 
no online service, just Sega’s Phantasy 
Star Online: | & Il. 

The massive size of the PlayStation 
2 user base has tipped online 
hardware sales in Sony's direction, but 
Xbox Live isn't far behind. SCEA 
claims to have shipped more than 
400,000 Network Adaptors as of 
December 30, 2002, while Microsoft 
states that 250,000 Xbox Live starter 
kits have been sold. Nintendo has 
released no sales figures. 

With Xbox Live, Microsoft has 
found gamers to spend an average of 
2.5 hours per day when tackling the 
online competition. During the 
holidays, Sony's service spiked with 


more than 200,000 users logging more 
than one million hours. Nintendo has 
not disclosed information. 

For all the hype behind online 
gaming, however, software sales aren't 
backing it up. In overall sales, Electronic 
Arts’ Madden NFL 2003 on PS2 was 
the only online-enabled game to break 
into the top 10, having shipped more 
than 2.4 million units, according to 
December 2002 NPDFunworld TRSTS 
data. No online Xbox or GameCube 
titles cracked the list. 

On a global scale, online gaming is 
extending its reach, albeit slowly. All 
three companies have introduced 
online gaming in the United States, 
settled in Japan, and outlined plans for 
Europe. Microsoft launched Xbox Live 
in Japan on January 16, but lackluster 
hardware sales have hindered market 
potential. Japanese PS2 owners have 
been online for some time using third- 


party USB modems, though Square's 
massively multiplayer online role- 
playing game Final Fantasy XI remains 
the sole killer application. Nintendo 
continues to twiddle its thumbs, 
relying only on PSO: / ደ |. 

In Europe, Xbox Live is in beta 
testing, preparing for a March 14 
launch. Nintendo won't enter the race 
until the release of PSO: / ደ I| on July 
3, whereas Sony Europe is currently 
signing up users to test its online 
service, which is penciled in for a 
spring launch. 

Looking into 2003, history indicates 
Sony and Microsoft will battle each 
other for the online crown, while 
Nintendo casually watches from the 
sidelines. The next year will prove 
telling, as each company balances 
exclusive content, pay-to-play 
software, and hooking the mainstream 
into its respective traps. 








MindFX releases vitamins designed to make gamers into super gamers 








[ Drugs make things good. 

| When the four food groups 
and sleep aren't cutting it, 

gamers have a new alternative: 

performance-enhancement supple- 

ments designed specifically for them. 

While it may not be the anabolic 
steroids some gamers were hoping for, 
according to the marketers at MindFX 
Science, the company has developed 
a line of supplements promising 
“increased concentration, faster 
reaction time, and complete relax- 
ation.” All this for only $19.95 to 
$29.95 a bottle. 

“MindFX Science products will help 
video gamer players [sic], dart enthusi- 
asts, chess professionals and athletes 
such as tennis players achieve physical 
and mental well-being through nutrition,” 
Robert Krakoff, president of MindFX 
Science said in a press release. 

The herbal supplements work in three 
phases, each sold separately, of course. 


Maxx Impulse, the energy supplement 
apparently contains Jedi-mind boosters 
such as guarana, metabromine, Siberian 
ginseng, rhodiola, and adaptogenic 
herbs. Neurocharge is designed to give 
gamers catlike reflexes by enhancing 
concentration and reaction time with a 
special formula of ginko biloba and 

its party pals that increase levels of 
acetycholine, the central nervous 
system’s primary neurotransmit- 
ter for all neuromuscular 
activities. Rounding out the line 
is the downer, Aftermath, and 
the bargain at $19.95, that 
MindFX Science said is 
















Brought to you Бу.... 
This issue of Xbox Nation was brought to 
you by: stuff that we like to buy, West 
African Peanut soup (that you should try) 
and you without whom we would die. 


Gamers.com? 
After a hard day of sending threatening 
letters to Aunt Jemima, the Xbox Nation 
staff often visits the Xbox Nation message 
board on Gamers.com. Join us. Do. 





intended to relax gamers "after an 
adrenaline-pumping fragging session 
or a brutal tennis match." 

If anyone cares to try the MindFX 
Science pills out, visit www.mind- 
fx.com. Or, try a Red Bull and а 
multivitamin. 


TARY SUPPLEMENT 
TABLETS, 





Furious Karting! 
For furious karting action, there is no Xbox 
game with action more furious than 
Furious Karting. Actually, the best thing 
about this game may be its name. 








Driver 3: Steal, kill, drive. 








Due out in late 2003, Reflections" 
Driver 3 attempts to recreate the feel 
of a Hollywood-style car chase, 
taking place in various international 
cities including Miami, Nice, and 
Istanbul, and spans over 30 square 
miles of urban sprawl. Players can 
jack any car on the road, run around 
on foot, enter buildings, and also 
shoot lots of people. The game 
features an enhanced version of the 
engine used in the PlayStation? title 
Stuntman, employing photo-realistic 
graphics to achieve a decidedly less 
stylized version of reality than 
Rockstar's rendition thereof. "Think 
French Connection, Ronin, The Blues 
Brothers," says producer Martin 
Edmonson. But don't think Grand 
Theft Auto 3; the plot will not have 
branching missions, but rather a more 
linear storyline. Edmonson continues, 
“We want to maintain a strong story 
that has some flow and meaning to it." 
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EMULATION NATION 


Xbox Nation explores retrogaming’s dark underbelly on Xbox 











The Facts 





Title: The Super Spy 
Publisher: SNK 
Developer: SNK 
Number of Players: 1-2 
Platform: Neo-Geo MVS 
Original Release: 1990 


Premise: A group of terrorists have 
taken over a major auto manufac- 
turer's building. Teach "ет a lesson 
they'll never forget. 


Favorite Stereotype: High-kickin’ 
Middle Eastern ninjas with face 
wraps, hunting knives, and tasers. 
Sweet. 


Best Line: "Too much blood! I'll 
treat it. Blood stopped. Much 
stronger now."—Anonymous 
hostage in a lab coat. 
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When it comes to video- 
games, emulation is the 
ultimate form of flattery. The 


growing popularity of mod chips— 
devices which transform the Xbox into 
a multi-platform emulator—means 
players are tapping into the bizarre, 
mixed-up psyche of gaming’s deepest 
recesses. Emulation Nation is Xbox 
Nation's look at some of the most 
quirky and embarrassing moments in 
videogaming history. 

To wit, The Super Spy. Before there 
were corridor shooters such as 
Wolfenstein and Doom, there was SNK 
and its breed of 2D first-person 
brawlers. Players move side-to-side 
through industrial-looking hallways 
(occasionally walking forward via 
choppy, headache-inducing, pseudo- 
three-dimensions) beating the tar out 
of terrorists and oil sheiks. Along the 
way, they rescue hostages in exchange 
for firepower and first aid. 

Since the game did its fair share of 
time in arcades, pizza parlors, and 
bowling alleys back in the day, there is 
little mistaking The Super Spy as 


anything more than a manic, quarter- 
munching exercise. Anybody can be a 
super spy, apparently, provided he has 
enough change in his pockets. 

What really fascinates us, however, 
is the modern-day period in which 
Super Spy establishes its premise and 
content. Set in Japan 1990, the game 
is a time capsule capturing two impor- 
tant signs of the times: The wealth of 
Japan's pre-recession bubble- 
economy, and the looming fear of 
global terrorism as America prepares 
for Operation Desert Storm. Playing 
the game in 2003, it's hard to swallow 
the game's ridiculous (and hilarious) 
stereotypes of terrorists, and hard not 
to be struck by the eerie timeliness 
of it all. 

So, here's to The Super Spy for 
being not only incredibly prophetic, but 
also incredibly pathetic. 
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- BEST-SELLING GAMES ON XBOX 
FOR ONLY ل‎ 99 EACH! 


TELL YOUR GIRLFRIEND WE’RE SORRY 


There are 3 things gamers shouldn't be without — cheese balls, some friends, and a solid library 
of video games. With Platinum Hits, you can stock up on best-selling Xbox” titles, such as Project 
Gotham Racing; Max Payne; and many more, without breaking the bank. Once you've got a nice 
stash built up, you won't have much time to miss her anyway. 
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Well, it is getting near April Fool's day... 








When Florida-based technol- 

ogy company Infinium Labs 

announced its plan to release 
Phantom, a game console threatening 
to outperform the Microsoft Xbox, 
Nintendo GameCube, and Sony 
PlayStation 2, snickering journalists 
proclaimed it the mostly aptly named 
system of all time. 

Infinium Labs plans to release this 
new console in November 2003. An 
accompanying press release heralds 
Phantom as the fastest console on the 
market, promises it will hold the broad- 
est selection of preloaded games, has 
cross-platform capabilities (meaning it 
will play games designed for other 
systems), and will be packaged with a 
2.4 GHz wireless controller. Phantom 
will also be broadband enabled; 
players can demo games on the 
system before deciding to purchase or 
rent them and titles will be available 


on-demand. The company’s Web site 
(www. infiniumlabs.com) mysteriously 
promises, “There are currently 32,679 
retail game titles available and 418 
shareware game titles and this does 
not include adult, casino, sequels, and 
new releases in past six months.” 
Seemingly pie in the sky, few real 
details were divulged about the new 
console. Infinium Labs suggested 
Phantom's broadband functionality 
allows for massively multiplayer gat 
as well as for "seamless upgrades ani 
patch management." The console was 
unveiled at Game Developer's 
Conference this March where, in 
addition to blowing everyone away, it 
also presumably produced loaves and 
fishes for the masses as well as curing 
the acne of all who touched it. There's 
no word if Phantom will suffer the 
same fate as the last too-good-to-be- 
true console, Indrema. Stay tuned. 

























Sega's Peter Moore joins Xbox 








Further proof that money makes the 
world go round—In January, 
Microsoft announced its latest 
acquisition: Peter Moore, former 
president and chief operating officer 
of Sega of America. Moore joined 
the company as the corporate vice 
president of retail sales and market- 
ing, overseeing global growth of its 
gaming division. While at Sega, 
Moore helped reinvent its brand 
image for a new generation of post- 
16-bit gamers. 

When Moore's resigned from 
SOA, the industry buzz was that he 
was ousted by top brass in Japan 
unsatisfied with its performance as 
a dedicated software publisher 
against competitors like Electronic 
Arts. While rumors are unsubstanti- 
ated, we entertained the irony of 
Microsoft purchasing the indebted 
Sega and reinstalling Moore, once 
again, as COO. 
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Rage, Vivendi rumored to be bought. Is Santa Claus next? 











Happy Crash got eaten by angry orc. Both 
would easily fit into Microsoft's huge maw. 


Microsoft buyout rumor of the 

month: Vivendi Interactive. 

Parent company Vivendi 
Universal is one of the most stagger- 
ingly huge media conglomerates on 
the planet, and Vivendi Interactive, in 
turn, owns Sierra (Half-Life), Blizzard 
(WarCraft, Diablo), and naturally 
enough, Universal Interactive (Crash 
Bandicoot, Spyro). Vivendi has made 
no secret about wanting to sell off its 
interactive division, but while it’s a 
tempting purchase for any publisher, 
the asking price is apparently 
somewhere in the $1 to $2 billion 
range, which puts it out of reach of 
most. Microsoft, of course, is probably 
the exception. 

Adding fuel to the flames, Wall 
Street investment bank Inventec has 
been looking over the various publicly 
available documents floating back and 
forth between Vivendi and Microsoft. 
And, towards the end of January, an 


Inventec spokesperson released a 
statement saying, “There was some 
pretty actionable data that said 
something had just happened and 
things were heating up pretty quickly,” 
For their part, neither Microsoft nor 
Vivendi are saying anything. In fact, 
according to the SEC and most inter- 
national finance regulations, they 
couldn’t say anything even if they 
wanted to. 

On a related note, UK developer 
and publisher Rage Software ran out 
of money and closed its doors in 
January. The company had several 
interesting bits of property left, includ- 
ing the license to Rocky, as well as a 
couple of unfinished titles such as 
Team SAS and Lamborghini. Included 
among those picking over the bones 
of the Rage carcass was...wait for 
it...Microsoft. Whether they've actually 
acquired any Rage properties is 
unknown at press time. 





America's Army 
America's Army, the official U.S. armed 
forces virtual soldiering trainer, recently 
received a handful of *advance" servers for 
players with 20 honor points or higher. 


Danish Army 
California-based eSim Games has delivered a 
custom version of its tank simulation game 
Steel Beasts to the Danish army, which will 


use it to train tank crews in its armor divisions. 


God’s Army 
Rumor: Terrorist group Hezbollah is working 
on a game in response to America's Army, 
where players infiltrate an Israeli settlement 
with pistols, rifles, knives, and explosives. 





Microsoft pulls stinktastic fighting game from shelves 








Poor Kakuto Chojin. After an 

extended series of punishing 

reviews, the lackluster fighting 
game was pulled from American and 
Japanese stores in early February 
because it contained material deemed 
offensive to the Muslim religion. 
Specifically, the recall was instituted 
because of in-game text that made 
reference to “Allahu Akbar,” an Arabic 
phrase that introduces every Islamic 
prayer meeting and means “Allah is 
the greatest.” 

Microsoft made the following state- 
ment on the matter and would not 
comment further: “Several months ago, 
Microsoft Corporation became aware 
that a product from our Xbox division 
called Kakuto Chojin included a calling 
for prayers that members of the Muslim 
faith use. Microsoft immediately took 
steps to retain and destroy all affected 
product that was in our possession and 


provided an updated version of the 
product without the prayer. We believe 
that some of the original product has 
gotten into the market, so we have 
recently taken the extra precaution of 
asking retailers to return any remaining 
product from store shelves. Additionally, 
the game is no longer shipping. We 
deeply regret this error and apologize to 
anyone who may have been offended 
by the material in this game. 

“Microsoft is a company that values 
and promotes diversity and we remain 
very sensitive to cultural issues—includ- 
ing a deep respect of all religious 
practices. As a global company, 
Microsoft is proud of its diverse 
community of employees as well as our 
ability to create software that delivers 
value to users of all backgrounds. 
Microsoft and the Xbox division apolo- 
gize for the mistake and have taken all 
appropriate actions.” 





Here's а list of the people Kakuto Chojin 
didn’t offend: Dead ones. That is all. 
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Soulful Xbox action figures 








The latest crop of action figures 
unveiled at New York's annual 
American International Toy Fair 
included a few surprises from the 
upstart Joyride Studios. At long last, 
the company will produce a pair of 
Halo figures—look for both Master 
Chief and Cortana. 

Joyride will also produce a 
posable figure of Beat, the roller- 
blading star of Jet Set Radio Future. 
On tap from perennial fan-favorite 
McFarlane Toys is a 4-inch line of 
Soul Calibur ІІ toys—look for 
Astaroth, Ivy, Necrid, Nightmare, and 
Voldo to ship sometime in the first 
half of 2003. 
















Verdant giant muscles onto Xbox. Puny humans, run! 








Hulk not understand why 
| Hulk have to wear same 
purple pants everyday of 


be wearing Guess purple pants and 
wear big sign that say, "Advertising 
Space for Rent: Call 555-HULK." Hulk 


Hulk's life. Hulk not understand why, 
in Hulk videogame, Hulk fight dogs. 
Puny humans not know Hulk smash 
mountain if Hulk want to smash 
mountain? 

Hulk also like how Hulk can break 
tons of advertising for Mountain Dew 
and Slim Jims. Perhaps Hulk should 


monstrous force of nature created by 
man's hubris, not advertising whore for 
soda and jerked beef. 

Also, why Hulk able to break some 
walls but not others? And why Hulk 
smell something stinky that not 
coming from Hulk's pants? Hulk 
hanging head in shame. 
















Rrraggh! Hulk like to break up convenience 
stores placed solely to push products. 


Alas, poor Yorick, | knew him well. Puny 
humans not know Hulk trained in dramatic arts! 








Remember BMX XXX? 
Well, Dave Mirra forced Acclaim to take his 
name off the game, and is now suing the 
company for $21 million, claiming his name 
appeared on ads and promos for the game. 


Foot + Face = Game 
Mucky Foot's developing an Xbox game 
based on the Chow Yun-Fat film Bulletproof 
Monk. Empire Interactive will publish it, 
There will be lots of face-kicking. ‘Nuff said. 


Xbox under the table 


Cyberathletes got game 
The Cyberathlete Amateur League recently 
announced the launching of its Xbox Live 
division in June 2003. First major tourna- 
ment: Whacked! (Just kidding.) 


A University of Maryland football recruiter 
lost his job for allegedly giving cash to a 
Baltimore prospect, when the youth said he 
wanted а $200 Xbox for Christmas. 
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LucasArts takes the С/опе Wars online via Xbox Live 





LucasArts takes the fight 

online this spring with the 

release of Star Wars: The 
Clone Wars for Xbox, the company’s 
first Internet-compatible console 
game. Wars, a ground- and air-based 
combat game originally saw release 
for the PlayStation 2 and GameCube 
in 2002; chief among its draws are 
absolutely no references to hated 
moppet Jar-Jar Binks, as well as a 
wealth of neat craft to pilot including 
Republic Fighter Tanks, AT-XT Assault 
Walkers, Hailfire Droids, and the like. 

Up to eight players can compete in 

Clone Wars via Xbox Live, and this 
puppy will be beefed up for its Xbox 
iteration, LucasArts said. New 
additions to gameplay include a 
special Conquest mode wherein 
players form two teams (Republic vs. 
separatists) and take control of differ- 
ent vehicles in an attempt to destroy 


each other's bases. In addition, new 
weapons, boost power-ups, and 
teleportation centers will be added to 
enhance play. The game also features 
live voice chat via the Xbox Live 
Communicators, allowing players to 
taunt and curse at will. As of press 
time, there’s no word if a special 
Darth Vader voice mask complete 
with hyperexaggerated breathing 
effects will be implemented. 

















To reiterate: Star Wars: The Clone Wars will 
have no Jar-Jar Binks in it. 


Begun, this caption has. Ended it will be 
soon. Lazy, the writer is. 

















As the great philosopher Wang Chung 
said, “Everybody have fun tonight. 
Everybody Wang Chung tonight.” 


The lovable, horribly inconti- 

nent, little computer people 

the Sims swarmed over PCs 
and the PlayStation 2. They’ve gone 
Online, flown off on Vacation, had a 
House Party and a Hot Date, and been 
Unleashed. Now, they've made it to 
the final frontier, Microsoft's Xbox. 

The sort-of life simulation The Sims 
will be released for Xbox this spring. 
The game, which involves the creation 
and manipulation of computerized 
people who work, eat, sleep, dance, 
fornicate, spawn baby Sims, die horri- 
bly, and excrete wastes, has sold more 
copies on PC than any other title in 
history and its popularity is such that 
it's been translated into 16 languages. 




















Maxis and Edge of Reality will 
pool their efforts for the Xbox itera- 
tion of The Sims, and the game will 
be much like its PlayStation 2 
counterpart. It will contain a two- 
player cooperative or competitive 
mode but, sadly, will not make use of 
Xbox Live's online capabilities. New 
and suitably wacky creatures, items, 
and characters not seen in the PC 
version will be included, such as an 
unlockable monkey butler and a vanity 
mirror allowing Sims handlers to 
customize their creations in all sorts of 
neat ways. There's also a new, 
mission-based single-player game to 
help novice players acclimate 
themselves to the action. 





Yu Won! 
Yu Suzuki's (Shenmue) genius was recog- 
nized when he won the Hall of Fame Award at 
this year's Academy of Interactive Arts and 
Sciences Interactive Achievement Awards. 
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Shaq vs. Satan? 
Basketball player Shaquille O'Neal 
competed in a heated game of Midtown 
Madness 3 with Bill “Money” Gates via Xbox 
Live during January’s CES show. 








Black and Bruised Xbox? 
Is junky, cartoonish boxing game Black and 
Bruised Xbox bound? Well, if a subtle hint 
from a PR flack is a confirmation, then yes, 
the game is indeed on its way. 


Konami's Bloody Roar 
Konami will release Bloody Roar for the 
Xbox this summer. There'll be 16 fighters, 
morphing fighters, and absolutely no excite- 
ment when it arrives on store shelves. 


С 






































МЕШ Episodes of Dragonbal 2 7 
Jii March 17TH 





Weekdays 5 ~ 7pm (ET/PT) 


CARTOON NETWORK, the logo, TOONAMI and all related characters and elements are trademarks of and @ 
Cartoon Network 2003. All Rights Reserved. DRAGONBALL Z Original Author: Akira Toriyama; © 1989 Toei 
Animation Co., Ltd. ORAGONBALL 2 and all logos, character names and distinctive likenesses thereof аге 
trademarks of Toei Animation Со, Ltd. 


mico 





Life Imitating Art Exterminating Life 








| Danger at the arcade 

| hearkens back to a time when 

| the gaming brothels were 
Sleazy, and populated with hooligans 
who might bust a head open for playing 
a dirty game of Karate Champ. But the 
days of hazy, smoke-filled video 
arcades have given way to today's 
public gaming outlet of choice: Internet 
cafés, or "PC rooms." 

PC rooms are fast becoming popular 
for gamers stateside in need of live 
competition, broadband gaming hook- 
Ups, and an excuse to leave the house. 
However, in an environment character- 
ized by trash-talk, teenage testos- 
terone, and games featuring the latest 
in modern firearms, tempers can run 
fatally high. The sad result is violence. 

Recently a 100-person brawl 
erupted over Counter-Strike, a popular 
PC first-person shooter putting players 
in the Kevlar vests of SWAT and terror- 
ists alike. The outbreak occurred New 
Year's Eve 2002, at NetStreet Café іп 
Northridge, California, where a friendly 
Counter-Strike tournament turned into a 
vicious fracas involving chairs and 
tables. With a $500 cash prize at stake, 
15 were injured and, fortunately, none 
killed. Although popular PC rooms 
feature other combat-oriented games 
such as Warcraft IIl, Diablo Il, and 
Starcraft, Counter-Strike always seems 
to incite the most violence. So the 
question is—why Counter-Strike? 

Published by Vivendi Universal, 
Counter-Strike is a globally 
popular, brutally realistic 
shooter. Players hop online, 
pick up arms for opposing 
teams and compete in 
objective-based rounds. 
Goals include hostage 
situations and defusing 
bomb threats, where 
combatants attack 
or defend key 
targets. “Counter- 





П In the year 19XX, renegade soldiers from 
Okinawa declared martial law in Japan. 





Xbox to get facelift? 
Rumor: Microsoft will unveil a smaller, 
slimmer, sexier Xbox running on laptop-style 
components at the Electronics Entertainment 
Expo this year. Xbox 1.5 in the making? 


Toys for X-tots 
Racing Champions Ertl has announced plans 
to release a series of Halo and Brute Force 
action figures and vehicles. No plans yet, for 
Tao Feng plushies. 
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Strike definitely riles people up more 


than, say, Warcraft,” said Calvin Song, 


19, a college student and patron of 
NetStreet. He notes, “Warcraft is a 
long game [played] against one 
person,” and it’s less personal as 
"you're not really killing the person, 
but rather his army.” 

When it comes to Counter-Strike, 
however, the competition is fierce. 
Song stated that during matches, the 
firefights are more of a one-on-one 
confrontation. “If you kill someone in 
the game, it’s a real blow. They can 
get pretty pissed off,” he says. 

Another patron, Jeff Hu, 20, states 
he “tries to keep well hidden” in РС 
rooms. "| don’t fear for my life or 
anything; | just play fair and don’t 
cheat,” he says. Hu has witnessed a 


fair share of verbal scuffles over cheap 


moves like “bunny-hopping, camping, 
and ganging-up on one person.” 

All this youth violence has parents 
concerned. Owners of the PC rooms 


insist their establishments are safe for 


minors. One NetStreet 
employee, who asked 
to remain anony- 
mous, said the 
café instigates 
a10p.m. 
curfew 


Sega merger shocker 
Sega recently merged with Japanese 
pachinko hardware manufacturers Sammy. 
No word yet on the rumored merger 
between Sega and Home Depot. 


during school nights. There are even 
PC rooms, such as Pak Mann Arcade 
in Pasadena, CA, that do not admit 
minors without adult supervision. 

When asked about the nature of 
Counter-Strike violence, NetStreet 
employees declined to comment 
specifically about the game. One 
employee stated that no gang 
members frequent the establishment 
and added that the LAPD “checks in 
several times a week.” Not unexpect- 
edly, PC-room owners deny serving 
gang patrons. "| assure you there's no 
trouble here," said the proprietor of 
Pak Mann arcade, who also asked 
not to be identified. 

Counter-Strike: Condition Zero is set 
for an Xbox release at the end of 2003. 

























NFL2KS to receive update 


In a controversial move, Visual Concepts 
have announced they will “patch” NFL2K3, 
to fix bugs and improve performance when 
players log onto Xbox Live. 











"Game that makes us 


most excited 


about Xbox Live!" 
_ Official Xbox Magazine 
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TOKYO TRIBE 


Everything you always wanted to know about seXbox ove sais ai 








The Xbox is suffering in Japan. Badly. It's 

hard for U.S. gamers to understand the dire 

straits that Microsoft is weathering. Even 
the portable Wonderswan—Bandai’s niche Game 
Boy Advance "competitor"—is outselling Microsoft's 
big black box. American-developed software just 
isn't appealing to Japanese gamers. 

Hoping to turn the tide of fortune, Microsoft 
assisted developers in the creation of high-quality 
Xbox titles with Japanese themes and aesthetics. It's 
a good idea, but no one in Japan noticed. Only 
slightly daunted, Microsoft and its developers quickly 
rallied around a Plan B: games stuffed with attractive 
females; entire games, in fact, built around the 
curves and contours of the female form. So far, this 
second plan has been a success. 

Exhibit A in this brave new Xbox world is Dead or 
Alive: Xtreme Beach Volleyball. Giggle if you must, 
but the numbers speak for themselves: By the end of 
its first day of sales, Volleyball was the second best- 
selling Xbox game in Japan. The number one title 
remains, at 180,000 copies, Dead or Alive 3. Xbox’s 
Japanese installed base may have stuttered at under 
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400,000 units, but those gamers аге speaking with 
one voice. They know what they want, and they’re 
willing to buy it. 

Which is why N.U.D.E.@ might be one of the few 
Xbox titles to find success in this hemisphere. 
Developer ARK (short for Absolute Radiant Kingdom) 
and planner Red Entertainment (Thousand Arms, 
Sakura Taisen) are collaborating on a unique title for 
Japanese Xbox owners. N.U.D.E.@’s closest spiritual 
predecessor is Seaman, Sega’s bizarre virtual pet. 
But while Seaman was a surly guide through a 
theater of the grotesque, N.U.D.E.@’s artificial 
character is all sweetness and light. And cute and 
female. This virtual virtuous vixen's name is P.A.S.S., 
and she’s looking for a new home and master. 

PA.S.S. is actually a robot; her name means 
“Personal Assist Secretary System,” and she’s a 
Communication Doll, Cohabitation Model. Though she 
is humanoid in shape—height 5-feet, 2-inches, 33-18- 
34, shoe size 7—large portions of her body are clearly 
plastic and metal. So unless you really have a thing for 
car mufflers, you're unlikely to find PA.S.S. “sexy.” 
Most find her an uneasy mix of “cute” and “creepy.” 


But even mech-fetishists will likely be disap- 
pointed by the game's content; despite the 
N.U.D.E@’s prurient title, PA.S.S. remains clothed— 
well, armor-clad—throughout. The developers claim 
the title refers not to bare skin, but to РА.5.5.5 
unadorned mind. Our heroine comes off the assem- 
bly line a tabula rasa, and the player teaches her 
about the world. “Teaching” P.A.S.S. is as simple as 
speaking; the game uses both voice recognition and 
voice synthesis for a more immersive experience. As 
PA.S.S. learns facts and words, her emotional 
growth continues apace. The simplistic gestures, 
utterances, and interactions of her early stages 
slowly give way to a more nuanced and thoughtful 
relationship with the player. The gamer raises a child 
in accelerated time—except the child happens to be 
an attractive robot girl. 

Somewhat surprisingly, P.A.S.S. is not the first 
Japanese title to feature child raising as its central 
conceit. Enix’s Wonder Project J series lets gamers 
train a pair of naive robot children, while the 
Princess Maker games let players praise, scold, and 
generally corrupt a young, non-robot girl. (One of the 











more infamous endings has the “father” figure 
marrying his “daughter.”) More recently, Team Ninja’s 
Volleyball could fit easily into this genre: The game 
focuses on relationships and gift giving as much as 
volleyball, and “they’re robots” is as good an expla- 
nation as any for the girls’ artificial proportions. 
Though undeniably bizarre, N.U.D.E. is actually the 
latest evolution in a relatively established, mildly 
popular genre. 

Even so, | was surprised to hear that Microsoft 
would begin pushing the game far in advance of its 
release date. Every Saturday night since January 
10th, P.A.S.S. has been appearing on the satellite 
program Digital Factory. Supposedly, P.A.S.S. will 
grow and mature before the viewers' eyes, week by 
week until the game's release. Curious about this 
piece of engineered hype—and lacking a satellite 
connection—| asked my friend Tomoko to record the 
show. When she handed me the tape the following 
Monday, she couldn't help but give me a funny look. 

“This program not have lots of P.A.S.S.," she 
said, an eyebrow arched in bemusement. “This 
program have lots of girls in bikini.” 
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And so it did. Digital Factory opened Бу parading 
out a dozen bikini-clad girls, their measurements 
splashed across the bottom of the screen, their 
ample assets jiggling across the top. Dead or Alive 
creator Tomonobu Itagaki would have blushed. Once 
the girls reached the sound stage, they formed a 
circle on the floor and wiggled their feet in the air to 
catch dropped feathers. Next: the opening credits, 
set to stock footage of girls in bikinis. Back at the 
stage, the girls took turns climbing a rope up a 
greased, glass incline. The camera, of course, was 
underneath the slide, pointing upward. 

At last, РА.5.5. showed up. The entire segment 
was just a minute-and-a-half long. The first 45 
seconds were a pre-rendered introduction; the 
camera swept over РА.5.5.' body as the announcer 
introduced the “innocent, beautiful female robot, 
PA.S.S.” The other 45 seconds were composed of 
scripted small talk that told viewers nothing about 
the game. A high-resolution, detailed P.A.S.S. sat in 
an empty room apparently rendered by an off-duty 
Sega Saturn. P.A.S.S. and the announcer exchanged 
greetings. The announcer opined about the difficul- 


ties of exam season; РА.5.5. agreed. The 
announcer's following sentence used a piece of 
unfamiliar slang (“maji de,” or "really"; РА.5.5. asked 
for an explanation. The announcer explained the 
phrase; P.A.S.S. then ended her next sentence with 
“maji de" to show how she (theoretically) learned new 
words. Finally, P.A.S.S. directed viewers to Digital 
Factory's home page for more information. That was 
it. The rest of the hour was filled by girls in bikinis. 

Shell-shocked and confused, | let the tape 
continue as | began to write this column. Would 
PA.S.S. return later? Would anything related to the 
program's stated premise, "the world of the Internet," 
appear? Would any explanation be given for the 
endless parade of female flesh? Of course not. Yet in 
the end, when the swimsuited participants were 
herded into a cage so a panel of male judges might 
rank their sexiness, it made a sad sort of sense. I 
shook my head in slow realization, my lips tightening 
into a grim, embarrassed smile. 

Microsoft finally understood the Japanese market. 
Heaven help us all. 
Andrew Vestal 
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+: CONNECTED 


Ah, the International Network. How we love it so. 





www.aintitcoolgames.com 


From the same nerds who brought the world aintit- 
coolnews.com, comes the essential videogame 
equivalent. AICG launched at the end of January, 
so content is still a bit sparse; but recent articles 
on subjects ranging from "games versus relation- 
ships" to solid interviews (with the likes of Thief 3’s 
Randy Smith) make the trip well worthwhile. 





DUDES1!!! WTF LOL THIS SIET IS TEH 
BOMBNIZZNAT11!!1!1 LOL IT TRANSFORMS UR 
WORDS ІМ2 AMESP3AK WHICH IS 2 SAY IT 
AU2MATICALY MAEKS U LET WHICH IS COL1!!11 
OMG WTF U B DA DOPEST JAK IN ANY ONLIEN 
FORUM BAR NON31!!! WTF. (Translation: This 
Web site rules.) 


www.xbox365.com 


Xbox365.com dishes out plenty of Xbox-related 
news, previews, and commentaries, but clearly its 
draw is the Xbox365.com Web cam. Marvel as the 
Xbox365.com staff um...well, does stuff! Like 
putting out one fine Xbox-related fan site. Because 
the only thing better than geeks making a Web site 
is watching geeks making a Web site. 
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Welcome to Craptown, population: you. With 
Citycreator.com, you can build your own little slice 
of hell, complete with cheery snow scenes, kissy- 
faced skiers enjoying their suburban heck, and 
yokels getting run over with trucks. Endlessly 
addictive and easy-to-use, this site stole our lives 
and we want them back. 





From the land of animation sweatshops comes the 
best blending of cell- and CG-animation ever seen 
by the likes of mankind. Rookie of the Year 
nominations await the highly anticipated April 
release of little-known Tin House's most ground- 
breaking effort to date. So far, all we get stateside 
is a three-minute trailer to drool over. 








For a peek into the future of streaming online 
interactivity, go here now. Tokyoplastic is home to 
some of the most retardedly wonderful Flash 
animations we've ever seen: volcanic eruptions, 
crazy Japanese dragons eating your screen, and 
so much more. This is what happens when brain 
meets Web in an unfettered creative free-for-all. 





Single player battles rage across six worlds. 


TEEN 


VIOLENCE 


аж 


STAR. WARS. 
| CLONE WARS 


The Clone War is up and running on Xbox Live: 


Wreak havoc on the ground ond in the air of six different 
worlds. Boot up and battle it out with other troopers on 
Xbox Live in four multiplayer modes: Duel, Conquest, Control 
Zone and Academy. And see if you have кіт it takes 
to dominate the battlefields in a galaxy for, far away. 


www.swclonewars.com 
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Multiplayer mayhem with up to 8 players. 


L. 
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December 17, 2003 is the date when Peter Jackson's 
movie trilogy climaxes in theaters with Return of the 
King. The director, apparently unhappy with some 
scenes handled by two other film crews working 
alongside him, has been reshooting in New Zealand with 
the cast. Now, word has it the production is going well 
and he's satisfied; "Return of the King is looking very, 
very, good" he gushed to Gandalf's lan McKellan in a 
recent e-mail. 

The third chapter is rumored to be the longest of the 
three—weighing in at a little under four hours—which 
should give plenty of time to stage epic showdowns 
such as the Battle of Pelennor Fields and the stand at 
the Black Gate. Unlike Helm's Deep, these do not take 
place at night (or, for that matter, in the rain), 
representing one of the toughest challenges yet for the 
digital effects crew. No, we can't bloody wait either. 
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There аге sure things and there аге sure things...and 
then there are videogames based on Lord of the 
Rings movies. 

Of course, it wasn't quite that simple (except 
perhaps the cash bit). While fans of Tolkien the 
world over are so prolific they could probably 
populate an entire country (which presumably, 
would suffer frequent national shortages in pewter 
and dice), there was no guarantee the movies were 
going to be hits. Or, for that matter, how much 
game-usable content they would contain. The 
licenses were, naturally, snagged well in advance of 
any preview footage, and as videogame lore has 
upheld for decades, movie-licensed games have 
always been, if anything, dependable in their ability 
to suck prime, fat, corporate ass. Would The Two 
Towers be any different? 

Surprisingly, EA’s game was a high-quality, 
hack-n-slash affair with astonishing visuals and an 
immediacy lifted straight from classic '80s coin-ops 
such as Gauntlet and Golden Axe. Sure, it was no 
Halo in terms of sophistication, depth, or longevity, 
but for fans of the movies looking for a coin-op- 
styled, visceral romp through Middle-earth, it did 
an admirable job. That it also captured the look 
of a modern cinematic epic was no small 
achievement either. 

"We had the challenge of making a game that not 
only was finished before we could see the movie, but 





shipped close to two months before," says EA's Todd 
Arnold, producer for the Xbox version of Lord of the 
Rings: The Two Towers. “That meant the software 
was essentially finished in early to mid-September 
[2002], and we had to make final decisions about the 
content of the game around August 1. We pretty 
much had to guess what this movie was going to be 
like nearly six months before it came out." 

For a project that had already been in devel- 
opment for a year before anything was seen of the 
first film, working in the dark was an ongoing 
problem for the game's developer, Stormfront 
Studios. After securing the film rights from New Line 
Cinema well over two years ago, EA chose the 
Northern California developer to handle the entire 
project across several formats. The plan was a 
somewhat play-it-safe approach, and one that didn't 
tie up too many internal resources in the event the 
movies might bomb. They didn't bomb. 

In fact, Peter Jackson's action-skewed epic The 
Fellowship of the Ring was a massive hit, despite 
being a million miles from the subtle interpretations 
Tolkien purists could have dreamed up. With the 
literary videogame conversion rights owned by 
Vivendi, the path was clear for EA to capitalize on the 
movie's intense, frenetic style. 

"To be frank, once we realized what a huge hit the 
first movie was, it changed our strategy pretty 
dramatically," Arnold says. "We wanted a game that 











appealed to more than just fantasy role players, and 
above all, one that looked like the movie. We needed 
the best game we could possibly put out, based on 
The Two Towers film, on one platform [installed base 
numbers dictated this was PlayStation 2].” 

As the shock wave from the first movie release was 
being felt in early 2002, EA management muscled in at 
Stormfront and assigned 20 to 30 highly skilled artists 
and engineers on the project to work alongside the 
original 40- to 50-person team. Among those who 
made the daily 90-minute commute from EA's 
Redwood City offices to San Rafael were managers, 
producers, programmers, and artists (including a few 
recruited from the film business). A new mantra had 
emerged: "Play the movie." 

But there was an obvious problem. One that Arnold 
explains while surrounded by level-design sketches 
and a few replica weapons from the movie's props 
specialists, WETA Workshop, "Because we hadn't 
seen the movie until December [2001]," the first year 
was ‘Let’s draw pictures of our own orcs and uruk-hai 
and design our own Aragorn and imagine what Moria 
looks like.' No one was focusing on trying to get 
assets from New Line because nothing was available." 

With just eight or so months left before code for the 
Р52 version had to be submitted, much of Stormfront’s 
existing work had to be thrown out the window. 

The new direction required a strategic boost. 
Chiefly, EA had to forge stronger links with New 





Line in order to secure a steady flow of film assets. 
Staff regularly flew to New Zealand for meetings 
with members of director Jackson's crew or his 
special effects company, WETA Digital (although 
schedules were often so tight there would usually 
be more time spent on planes than in New 
Zealand). Gradually, through receiving versions of 
the movie's script, photos of the sets and outdoor 








pseudo-homage to Golden Axe happened more by 
accident. Arnold remembers the process: “| don't 
think Golden Axe was the inspiration, but partway 
through there was the realization, ‘Hey, this is kinda 
like Golden Axe.’ So it did circle back to trying to 
capture what was really cool about it. As time went 
on, there was a definite recognition that this was 
happening and we tried to make something of it." 


There are sure things and there are sure 
things...and then there are videogames 
based on Lord of the Rings movies. 


environments (all bearing watermarks to prevent 
distribution), and later on, actual footage from the 
second film, an idea of how The Two Towers 
looked—or at least elements from it—was formed. 

Particularly useful were WETA's CGI set models 
used to create the 500-plus special effects 
sequences in the movie. These gave the level 
designers a clear idea of how certain sections were 
designed. “If he [Jackson] hadn't given us access to 
his teams in New Zealand, it would have been really 
difficult to make the game look as much like the 
movie as it did," Arnold says. 

That it would look like the movie to some degree 
was assured. That it would end up almost as a 


Could coin-op-style gameplay and level design 
really cut it in 2002? With some serious spicing up, 
perhaps. A decent combat system was key—a few 
chopping moves and bottles of magic clearly 
weren't enough, so a combo system was devised 
allowing players to unleash individual parts of a 
combo string on surrounding enemies. And it was 
dynamic, satisfying, and fun, at least for those who 
could resist button mashing. 

Furthermore, fighting style and finesse were 
rewarded with point-based incentives, and players 
could unlock and purchase moves, and, to a lesser 
extent, weapons as they progressed. Again, it had 
been done before, but here the creators deftly struck 
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а balance between keeping it simple for the droves of 
casual gamers (who would buy the game regardless) 
and courting more hardcore gaming tastes. 

As a testament to the skills of the animators on 
the project, all of the animation frames used in the 
game and its cut-scenes were hand-drawn, despite 
the fact the developers had access to motion 
capture data from WETA. Why? “Because our 
animators think they’re better than motion capture!” 
Arnold jokes. Instead, stars from the film such as 
Viggo Mortensen and Orlando Bloom were 
videotaped executing moves from the film as a video 
reference alongside the first film. All the work was 
done by hand. 

“Motion capture isn’t the silver bullet people think 
it is, and in fact it presents a whole set of difficulties,” 
Arnold says. “ It’s great for a movie, where it doesn’t 
need to be interactive, but not so great, as in 
our case, for pieces of a random sequence of moves 
that can link together in a way that looks as 
seamless. Keeping the framerate up, even in the 
midst of the final level of the game—when there are 
20 enemies onscreen at the same time—I can't tell 
you how we pulled it off.” 

The speed and fast pace of the action, coupled 
with the technical prowess at work in virtually every 


The creators deftly struck a balance between keep- 
ing it simple for droves of casual gamers 
and courting more hardcore gaming tastes. 
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part of The Two Towers, elevates it well beyond the 
usual movie-game fodder. Exceptional use of real- 
time special effects plays a big role. However, as 
Arnold reveals, “Stormfront suffered a mental block 
in this respect and didn’t push as far as it could 
have. The flaming boulders coming out at Mt. Doom 
in the first level, the explosions, particles, and 
lighting...nobody wanted to try that, so we got one 
of our engineers to try it out, and it became one of 
the centerpieces for our E3 demo last year.” 

Likewise, anyone who has played through the 
game's incredible finale—the assault on Helm's 
Deep—will attest to such pioneering work. 

As the team neared the late-summer deadline, the 
game's movie-like aesthetic was finally coming 
together. Dozens of cut-scenes—some using the in- 
game engine and some in a slightly higher resolution 
for seamless splicing with exclusive movie footage— 
were animated for the various links between levels. 

The game's music also arrived in the form of 
extended arrangements from the composer of the 
movie's soundtrack, Howard Shore. Recording 
sessions in New Zealand and Los Angeles also 
enabled each of the actors to record dialogue 
specific to the game, as well all the necessary 
grunts and groans the combat required. 

Of course, some things inevitably suffered in the 
rush—some major, some minor. Linearity was a big 
issue—the movie's natural progression from one 
location to the next ideally synched with the game's 
level-to-level coin- 
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op-style structure. Ultimately, it lacked freedom. This 
and some punishing respawn points were jarring 
reminders of a gaming age gone by. 

“We could have created a more open-ended feel 
to some of the levels, but | think we did the right 
thing given the time we had,” Arnold says. “I’m glad 
we decided to focus on action instead of exploration, 
as the combat would have suffered as a result. | 
would have loved for the game to be a little bit 
longer, too, but because of the time constraints, the 
philosophy was to focus on less and do it really well. 
As for respawn points, there were none included in 
any levels until as late as July. More should have 
made it in there, but there simply wasn’t time to 
create suitable break points in the action. 

Time had finally run out. And with approval from 
New Line urgently needed, a package containing a 
PS2 development station and copies of the game 
were couriered to the film crew in New Zealand. 
Fortunately, EA quickly got word that the crew loved 
the game. Elijah Wood, who plays Frodo in the movie 
and is a game fan, was particularly enthralled with 
his onscreen representation. 

Brief interviews were conducted with the cast 
about the game (in some cases, providing an 
amusing insight into just how little they knew about 
videogames), and production stills from the making 
of the film were quickly assembled in preparation for 
their bonus inclusion on 
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the DVD. By mid-October the PS2 version was 
complete and shipping to stores. Meanwhile, WETA 
in New Zealand was still polishing special effects 
shots in The Two Towers (most big special effects 
shots are the last to be finished), and keeping its 
biggest secret under wraps until last—an 
unbelievable CG-generated Gollum. 

“| finally went to see The Two Towers,” Arnold 
says, “and one of my first impressions was, ‘Our 
game is nothing like this!” 

The Xbox version was still to be done. Although, 
attention had been switched to the PS2 version 
halfway through production, a staff member had 
been maintaining Xbox-compatible code all along. 
In effect, it only took six engineers about six weeks 
to port all the work from PS2, enhancing some 
artwork (such as the lighting on certain levels and 
reflections in the water) and rendering code along 
the way. This version shipped just before the end of 
2002. And that was it. 

While it's doubtful Tolkien would have approved 
of EA's strategy to turn classic literature into a 
Golden Axe-style brawler (legend has it he was 
more of a Rastan Saga fan), EA surprised its critics 
by subverting videogame laws and producing a 
decent movie-licensed game. 

“It was something that the whole team was 
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aware going into it, and we really did everything we 
could do to get over that hurdle,” Arnold says. “There 
are some things that just bug the hell out of me, but 
for the most part, it ended up a little bit better than 
people expected.” 


The story doesn’t end there. It will be completed 
only with the release of the third installment, Return 
of the King, which currently has 80 EA staff working 
feverishly at its Redwood Shores office (“because 
they don’t want to give up every weekend they have 
this summer to finish it"). Some have been on it since 
last spring. 

Speculation on what improvements the team will 
be making remain just that—speculation. EA isn't 
talking yet. But in an ideal world, the mechanics of 
Halo and the epic content of Lord of the Rings might 
clash like titans in the ultimate first-person fantasy 
epic. Given time constraints, that seems unlikely. 

"There are a number of shortcomings in The Two 
Towers, so we're trying to resolve those for Return of 
the King" Arnold says. "It will be bigger and better in 
all respects. In general, our plan is to take everything 
that was great about The Two Towers and try to 
improve upon on it, yet not lose what was fun." ፪፪ 
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Violence 





MECHAGODZILLA 3 


“Mechagodzilla” 3" was developed by the Japan Counter- 
Xenomorph Self Defense Force, as the ultimate anti- 
Godzilla” weapon. "Mechagodzilla" 3% is built with the 
DNA extracted from the Godzilla^ skeleton left on the 
seabed in 1954. "Mechagodrilla" 3" is heavily equipped 
with various weapons throughout its body, including the 
ultimate weapon called the "Absolute Zero" Cannon that 
can instantly destroy its target to molecules. 














HEIGHT 


60 meters (196 feet) 


/ 





40,000 METRIC TONS 
(44,000 TONS) 





WEAPONS 


ж TWIN LASER CANNONS 

HOUSED IN THE 
MOUTH, SHOULDER 
MOUNTED ROCKET 
LAUNCHERS, MISSILES 
MOUNTED ON THE 
BACK AND THE 
"ABSOLUTE ZERO" 
CANNON. 


DESTROY ALL MONSTERS 


Месћадоагта" is rebuilt and Over 10 monsters level 
back for тоге! Mechagodzilla"3 real destructible cities. 


Attacks! 


Combine wrestling, fighting and 
special moves to destroy 
your opponent. Go toe to toe in the largest 


Over 5 modes of play — 
including Adventure and 
NEW 3 on 1 Melee made. 





Take the fight to the alien 
home world of Vortaak. 


boxing ring in the world. 
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"WE GUARANTEE YOU'VE NEVER 
SEEN ANYTHING LIKE IT” ~ 
-BAME INFORMER MAGAZINE 
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THE EVOLUTION ОР GAMING...” 
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THE PLAYSTATION®2 GREATEST HIT IS NOW COMING 
TO THE XBOX™ WITH ALL NEW MULTIPLAYER MODES 





TOPPLE THE CORPORATION OR PREPARE FOR CHAOS AS HUNDREDS GO HEAD TO HEAD WITH UP TO 3 FRIENDS 


CAUSE COMPLETE MAYHEM OF PEOPLE FILL THE SCREEN - ON ALL NEW MULTIPLAYER MODES 
EACH CITIZEN REACTS DIFFERENTLY TO EVENTS EXCLUSIVE TO THE XBOX™ 
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Moto GP2 








Coming Soon 


This month... 


046 Breed 

050 StarCraft: Ghost 

052 Dino Crisis 3 

054 Phantasy Star Online 
056 Enter the Matrix 

058 Gladius 

060 Deus Ex 2: The Invisible War 
064 BigWorld: Citizen Zero 
064 Pitfall Harry 

064 Backyard Wrestling 

065 Alter Echo 

065 Group-S Challenge 

065 Top Angler 

066 Moto GP2 

066 FILA World Tour Tennis 
066 Indy Car Series 

067 D&D Heroes 

067 UFC Tapout 2 

067 X2: Wolverine's Revenge 


FORWARD TO THE FUTURE 


The late, great pitcher Leroy 

"Satchel" Paige once said, 

"Don't look back. Something 
may be gaining on you." 

With this philosophy firmly in mind, it 
is time to talk about the future and 
forget about the past. There's a lot of 
good stuff coming out for Xbox and, 
like sumo at the $4.99 buffet, Xbox 
Nation is all over it. 

Oh, and just to be forewarned, 
there's a lot of junk on the horizon, too. 
Sometimes it will make its way into 
these here pages. Oftentimes, our well- 
developed SOS (delicately put: stink on 
a shingle) sense warns us to impending 
suckitude—and when that happens, it's 


Xbox Nation's policy to pull no 
punches. Our writers give all games 
(especially unfinished ones) the benefit 
of the doubt, but it's in no one's best 
interest to read an upbeat, optimistic 
preview for a game that's clearly 10 
pounds of wet feces in a 5-pound 
bag—and will forever stay that way. 

So now, dear reader, take our hand. 
It's time to settle down with the Future 
section. It will make you laugh. It will 
make you smile. It may even make you 
want to camp out in front of the 
videogame store wearing nothing but a 
sandwich board that reads, "This one's 
for you, SEC president William 
Donaldson!" Hey, anything's possible. 
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Produced by а team so small, its members do their own voice acting. 
Can Breed match the mighty Halo? 


Developer: Brat Designs 
Publisher: CDV 

Expected Release: To be determined 
Origin: England 

Another futuristic man-versus-evil-aliens 
FPS with a twist: Truly massive 

levels and a wide variety of vehicles to 
control. Currently only on PC, with 

an Xbox port potentially on the horizon. 
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It's a futuristic first-person 

shooter. It features Marines 

fighting an alien menace. 
You can take control of a variety of 
high-tech vehicles. Sound familiar? It 
should. But this isn't Halo. It isn't even 
on Xbox...yet. 

Say hello to Breed, one of the most 
promising games you've never heard 
of. Why? Probably because it's only 
officially slated for release on PC right 
now. Or because the publisher, 
German outfit CDV, has little 
experience both on consoles and 
outside of Europe. 

It could also be because it's being 
developed in the remote north of 
England by a small developer known 
as Brat Designs. 


"The philosophy of Brat—the name 
Brat—came from pissing off the big 
publishers," Jason Gee, lead artist and 
co-founder says. "We're brats to an 
industry that makes good games but 


certainly doesn't need big teams." 

The rebellious sentiment is hardly 
surprising; most of the team came 
from the now-defunct Acclaim Studios 
Teesside, responsible for the likes of 
Shadowman and the home ports of 
NBA Jam, before Acclaim's implosion 
forced the studio to close. For the last 
two years, Brat has been toiling away 
on a game of grand scope and 
ambition that is all the more impressive 
when you consider that it comes from 
a 10-person team. 

Ostensibly a first-person shooter, 
what separates Breed from other titles 
is the underlying engine's ability to build 
big levels. And by big, Brat means 250 
square kilometers big. And levels that 
large are necessary for a game 
featuring vehicles such as fighter jets. 


“Іп 30 seconds you could fly 256 
kilometers, but it'd take you an hour 
and a half to walk that from one end to 
the other," Spencer Low, internal 
producer says. And that's just along 
the ground; players can even take their 
fighter jet right out of the atmosphere 
and up into orbit. 

It's all handled by Brat's Mercury 
engine, coded by co-founder and 
office foosball champion Ed Scio. The 
engine was designed to port easily to 
consoles, and given the nVidia-based 
hardware Brat uses for PC develop- 
ment, there should be little in the way 
of obstacles. 

Even the controls are console- 
based; joysticks control all of the 
vehicles in the current PC build. And 
the team certainly wants to do it, 











oe пара መ. 
Brat тау well be based іп а town so 
industrial and polluted that it's 
twinned with Springfield, but as 
anyone on the team will proudly tell 
you (repeatedly), it's where one 
Ridley Scott grew up and took his 
inspiration for Blade Runner. “And 
it's cheaper than London!" laughs 
Brat President Ed Scio. 
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talking of plans to convert both the PC 
version and the planned expansion 
pack into one title for Xbox. 


The game's intro spins a tale of Earth 
sending her entire fleet to help 
colonists under siege from a 
mysterious alien race known as the 
Breed. After a long, devastating, but 
ultimately successful, war, the USC 
Darwin limps back home to see that 
the attack on the colonies was just 

a diversion. 

The Breed have enslaved the 
planet. With your remaining forces 
and whatever resistance is left on the 
planet, your job is, once again, simply 
to save Earth. 

There is an undoubtedly На/о-ездие 
feel to everything, and not just due to 
the feature set. Marines shout "You 


bastard!" as they engage enemies. The 
Breed Scout ship looks an awful lot 
like a Covenant Ghost with wings. The 
first level even begins with a dropship 
flying around a seemingly tiny island 
before insertion—but that's where 
comparisons with “Тһе Silent 
Cartographer" end. 

You take command of the turrets 
while still circling the island to take 
out as many radar installations as 
possible. Do so, and fewer enemies 
will greet you on the landing platform. 
And when you get there, you 
suddenly realize this tiny island—"our 
smallest level," according to 
Spencer—“really isn't so tiny. Far 
from it, Brat has actually had to split it 
into three missions because it was 
just too much." 

“It’s too overwhelming,” Aled Lloyd, 
Brat’s level designer and impromptu 





spokesman says. “Maybe we set our 
sights too high here, but we prefer to 
set our sights too high than too low.” 

Missions certainly offer some 
variety. One drops you in the middle 
of a battle zone with a tank; another 
gives you a squad of troops anda 
base to defend; yet another is a 
gigantic dogfight in a canyon (though 
disappointingly, most levels currently 
look a decidedly ugly uniform 
brown). There is, however, a great 
deal of choice to use the expansive 
layouts to create multiple routes to 
the targets. 

A nice touch lies in the selection of 
your squad (snipers, grunts, and the 
like), as well as quick commands to set 
them in formations and move-ments. 
It's not Ghost Recon, but it adds a nice 
extra layer of strategic depth to what is 
essentially an action game. 





“All games need to start pushing 
further now,” Lloyd says. “You can’t 
get away with just FPS anymore.” In 
looking at the variety vehicles bring to 
Breed, you wonder if he’s right. 
Certainly it promises to bring a new 
dimension to the multiplayer game, 
which Brat is keen to implement with 
Xbox Live on the console (just look at 
how much fun people had with the 
Warthog in Halo). One can’t help but 
bring up the similarities between Halo 
and Breed—especially in terms of 
art—and it’s a charge Brat accepts. 
“Fair point,” Lloyd concedes. “But 


we're all designers, and you have to 
look where we all take our standard 
designs from...and in the case of 
Breed, and Halo, that's Star Wars, 
and Alien, and Blade Runner. So fair 
point, they do look similar, but it's 
because we took our cues from the 
same places." 

There's also the question of whether 
they can handle the Xbox port. The 
Brat team is certainly willing enough 
(as evidenced by the $7,300, 51-inch 
television set they purchased, "for 
console development"). *We'd love to 
be on Xbox. We'd absolutely adore to 
be on Xbox," Lloyd says. But can tiny 


Brat handle a complex port—with 
Xbox Live play—while working on the 
PC expansion pack and concepts for 
both a sequel and prequel? 

“Tiny? You look here, I’m six feet 
tall!” Lloyd says. “The difficulty in 
being small is that people don’t take 
you seriously. People don’t think you 
can do anything.” 

And that is ultimately why, despite 
the intentions of the developer, and the 
suitability of the game for a console 
platform, the possibility still exists that 
Breed may never see a console 
release. CDV is looking to test the 
waters with the PC release first, and 
effectively gauge whether or not little 
Brat can compete with the big boys. 

“Xbox by far is the number one 
solution for us,” Lloyd affirms. “We live 
in hope!” 
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Developer : Blizzard 

Publisher : Blizzard 

Expected Release : December 2003 
Origin : San Mateo, CA 

The Ghost operative Nova travels to many 
strange and exotic worlds where she kills 
humans and aliens alike, pilots cool 
vehicles, and uses all sorts of neato 
superpowers. It's Starcraft, console style. 
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Casper? Christmas Past? Hamlet's old man? Slimer? Pikers, all of them. The ghost 
with the most is Nova, deadly heroine of Blizzard's 3D adventure StarCraft: Ghost 


"She's been on the 

StairMaster a lot," Bill Roper 

says about heroine Nova. A 
fearsome killing machine, Nova is as 
far from fat as Burger King is from 
haute cuisine, but Roper insists she'll 
be made slimmer, sleeker. “She'll 
have less junk in the trunk,” he says. 
“That’s the technical term.” 

Roper, vice-president of Blizzard 
North, is showing off StarCraft: 
Ghost, a 3D, third-person action- 
adventure game based on the epic 
PC real-time strategies. Shown on 
Xbox, the game looks suitably 
delectable; whether it’s a screen- 
choking mushroom cloud or the 
clunky body armor of a Terran 
marine, everything appears sharp 
and carefully rendered. Even at this 
early development stage, StarCraft: 
Ghost seems to be shaping up in a 


big way, and Roper himself is quick 
to add, "We love the polish." 

Ghost takes place shortly after the 
events of the PC games, Roper says. 
Although its plot is still largely 
unrevealed, it centers around the 
human Ghost operative Nova as she 
performs missions under the direction 
of Cover Ops Commander Jackson 
Hauler. These missions, also 
unrevealed save for brief glimpses, 
drop Nova smack dab into the middle 
of a three-way war between humans, 
the fearsome insectoid race Zerg, and 
the humanoid Protoss. Nova's 
adventures will take her to various 


indoor and outdoor environments on 
the human colony Mar Sara, as well as 
the Protoss and Zerg homeworlds. 
Roper says one of Blizzard's goals is 
to show that even though Nova is the 
elite of an elite Ghost unit, she's but 
one small part in a very big, very 
expansive war. 

Bringing StarCraft to the consoles, 
Roper says, allows Blizzard to do 
things with the franchise that simply 
couldn't be done in a real-time 
strategy game. At one point, Nova 
comes in contact with a hulking Zerg 
Ultralisk and, finally, the behemoth has 
been given perspective; it’s like a flea 





Note the newer, slimmer Nova, now with 40 percent more tightly packaged buttocks. She'll kill you 


dead six times before you hit the floor. 


staring up at a dog. Later, Nova will 
scale a ladder, lock her legs behind its 
rungs, fall back so she’s hanging 
upside down, and then snipe at 
enemies from this position. When a 
human enemy takes one in the face, 
he crumbles into a heap that will react 
in all sorts of realistic ways depending 
on what it hits on the way down. 
“Everything ragdolls,” Roper says. 
Nova can access all the powers 
afforded to Ghost units in the PC 
StarCrafts, and our heroine can 
commandeer and pilot vehicles such 
as the Vulture bikes and Goliath tanks. 
She can use her lockdown ability to 
disable electronics of all types, and her 
hyperspeed power seemingly slows 
down enemies so they can be 
eliminated with ease. Using the creepy 


Ghost's powers also allows Мома to 
become invisible to her foes (in this 
mode she appears as a translucent 
blur), call down nuclear strikes, utilize 
an energy blade given to her by the 
Protoss, and execute stealth kills 
where she'll jump on an unarmored 
enemy's back and snap its neck. All 
these variables add up to a lot of in- 
game freedom, and Roper says 
players will be rewarded for finding 
alternate ways to defeat enemies and 
accomplish missions. 

An all-too-brief peek at Ghost was 
revelatory. On a scarred alien world, a 
lone marine held a line against wave 
after wave of rampaging Zerg while 
Nova snuck around attempting to 
repair a missile turret. At one point, our 
heroine squared off against a huge 


Undaunted by the flying horror above them, the Terran Marines continue to shoot at the rocks 
hoping to strike gold. "This can only end in fire," says the Marine in the middle. 


Goliath in an even larger cargo bay. 
"This is where lockdown would be 
really good," Roper says, "but 
lockdown isn't working." A close-up 
view of a Zerg hatchery reveals a great 
detail of ropy, brown, phlegmish ooze 
that's not ultimately satisfying for 
Roper. It'll be made more gooey and 
slimy-looking, he says. 

Changes to the game's camera and 
control scheme are forthcoming. Roper 
says, "The camera is whacked and we 
know it." Multiplayer, too, is on its way, 
although it's uncertain as to what form 
it will take. Look for Ghost at the end 
of the year—and if the early version is 
a portent, expect the game to rock in 
the manner of a paper boat on the 
high seas. 





. AERE И 
Wacky Bill Cosby, comedian and shill 
for every product except Depends 
Undergarments, will play no part in 
StarCraft: Ghost. But he did star in the. 
delightful comedy Ghost Dad, which we 
highly recommend (better you than us, 
we say!). In it, Cosby plays Elliot 
Hopper, an unfortunate chap who dies 
and becomes a wacky ghostly parent. 
Hilarity ensues! 
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Developer : Capcom 
Publisher : Capcom 

Expected Release : Summer 2003 

Origin : Japan 

We've seen Pigs in Space, hoped to see Mel 
Brooks' Jews in Space, and been on many 
Star Treks. But dinosaurs in space? That am 
unpossible! Or maybe it is possible and 
these space dinosaurs are en route to Xbox! 
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It’s an idea whose time has come: dinosaurs in space. And, as The Who said, 
"There's no crisis—it's just you having fun." 


To gauge how well Xbox is 

faring in this three-console 

war, one needs to look past 
the marketing hype and media 
propaganda, and focus on products 
major developers are creating for the 
platform. When Capcom, one of 
gaming's most important 
powerhouses, announced its cross- 
platform strategy for 2003, Xbox 
owners felt a tangible sting of envy. 
Among the planned releases, Sony 
came away with no less than 10 
games (including Resident Evil Online), 
while Nintendo's GameCube stole the 
show with six spectacular titles such 
as Viewtiful Joe, the stylish noir thriller 
Killer 7, and the much coveted 
Resident Evil 4. 

A win-win situation, to be sure, for 

everyone except the hapless Xbox fan, 
who—as a consolation prize—gets the 


Gran Turismo wannabe, Group S 
Challenge, as well as survival horror's 
most bizarre bedfellow, Dino Crisis 3. It 
remains to be seen how Crisis 3, a 
series that originated on the 
PlayStation (and, according to a recent 
press release, sold four million copies 
worldwide), ended up as an Xbox 
exclusive, but two words come to 
mind: lip service. 

Even if Crisis 3 is just a sacrificial 
lamb to appease the angry, rich gods 
in Redmond, Wa., the game is 
nonetheless shaping up to be an 
intriguing action adventure 
conveniently filling a void on Xbox. But 


that intrigue has zero to do with the 
game’s premise, and everything to do 
with its graphics, design, and 
execution. Set in the far future 
(Capcom’s already fired up the random 
year generator; it’s chosen 2548), Dino 
Crisis 3 puts the player in the role of 
Patrick, an elite techno-warrior sent by 
the government to get the lowdown on 
derelict spacecraft Ozymandias. What 
Patrick discovers within the ship—and 
this fact alone pushes the game from 
Sci-Fi Channel fare to a straight-to- 
video-release—is a horde of 
mutated dinosaurs. 

Although its premise is strictly 


Jetpacks, bah! In our day we used beans and 
plenty of them to rocket to new places! 


B-movie fodder, 3’s gameplay and 
graphics show all the touches of a 
blockbuster production. 

Players move in a free-camera, 3D 
environment via a jetpack, allowing 
them to nimbly boost in all directions. 
Although limited in flight duration, 
these handy thrusters also lend Patrick 
the ability to momentarily float through 
the air, feathering his freefall and 
extending his leap distances. Not only 
do these agile angel-of-death 
acrobatics look cool, but they’re also 
intuitive to pull off on a pair of analog 
sticks. This is the game GunValkyrie 
should have been. 

Beyond decent controls, Crisis 3 
packs quality level design. The sterling 
interior of Ozymandias, although cold 
and mechanical, shifts and moves like 


If scientists would only devote themselves to curing cancer or creating newer and better snack 


treats, they'd be too busy to resurrect dinosaurs. 


an interlocking and organic life form. 
In and of themselves, these exotic 
environments become puzzles for 
players to solve. Brainteasers range 
from actual platforming challenges 
involving examination in the first- 
person view to more traditional switch- 
flipping puzzles that transform portions 
of Ozymandias, opening up new areas 
to explore. These chambers are as 
epic in scale as they are bizarre. 
Cathedral-like ceilings line the interior 
of the vessel, creating an eerily 
peaceful vibe...that is, until a 
genetically engineered velociraptor 
comes rampaging onto the screen like 
the carnivorous anachronism it is. 

At its current stage of 
development, Dino Crisis 3 seems to 
have a heavier emphasis on 


exploration, while its combat still feels 
a bit throwaway. Right now, weapons 
balancing is the main problem; 
dinosaurs keel over after a few rounds 
from the assault rifle, and with the 
addition of upgradeable “hunter 
wasps,” these Steven Spielberg- 
rejects are hardly a challenge. 

Capcom promises faster and 
smarter dinos by the time the game 
ships this summer. With luck, there'll 
be more varied enemies, as well as a 
friendlier camera to keep frustration 
to a minimum in the release version. If 
all these issues are indeed addressed 
in the final release, Dino Crisis 3 could 
give Xbox owners the A-title kicks 
they're looking for during summer's 
gaming draught. 
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Developer: Sonic Team 
Publisher: Sega 

Expected Release: March 2003 

Origin: Japan 

The pioneer of online console RPGing 
returns in its biggest and best incarnation 
yet. Voice chat takes the experience to an 







entirely new level, but will hefty fees scare /, 
away the casual gaming set? 
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Sega makes its online role-playing game Phantasy Star Online a reality on 
Xbox, complete with voice chat and $8.95 monthly fee. Let the killing begin! 


Unless you've been living 

under a rock for the past 

three years, you've no doubt 
heard of Sonic Team's groundbreaking 
Phantasy Star Online, the first online 
console RPG and one of the brightest 
stars in Sega's now-defunct Dreamcast 
lineup. After a disappointing semi- 
update (Ver. 2), a true follow-up has 
finally arrived in the form of Episode 1 & 
Il, which, barring any unexpected 
delays, should be available for Xbox 
Live by the time this sees print. 

For those players who've never 
been afforded the pleasure of 
becoming horribly addicted to Online 
(as is inevitably the case for anyone 
who touches the game), here are the 
basics: Players start by creating and 
customizing a character from among 
three different classes (with 12 different 
variations in total) and then logging into 


an online server where hundreds of 
other players await. They don't actually 
play with hundreds of others; Online 
isn't a massively-multiplayer RPG along 
the lines of EverQuest or Microsoft's 
upcoming True Fantasy Live Online. 
Rather, once players get to a lobby, 
they can hook up with up to three other 
players to form a party and venture off 
into one of the game's eight massive 
stages to get their quest on. And thus, 
the addiction begins. 

Gameplay-wise, Online is essentially 
a 3D dungeon crawler. Party members 
venture from room to room through 
enormous, labyrinthine dungeons, 


solving basic puzzles and taking on 
hordes of enemies in order to gain 
experience points and level-up their 
characters. Not exactly groundbreaking 
stuff, but since everything takes place 
in real-time, it makes for a significantly 
more action-packed experience than 
one might expect from an online RPG. 
Naturally, at the end of each area is a 
gigantic boss creature who must be 
defeated in order to open up the way 
to the next stage (easier said than 
done, mind you). 

Communicating with others has 
always been a major factor in Online's 
appeal, and it's here the Xbox version 


In the future, fantasy is spelled “phantasy.” 
And barbers, apparently, are all blind. 


really shines. Using the Xbox 
Communicator headset, players can 
talk to each other in real-time, a first 
for the series and a feature exclusive 
to the Xbox version of the game 
(GameCube owners don't even have a 
keyboard yet). If they’re really into the 
whole role-playing thing, players can 
use voice-masking to sound like the 
character of their dreams; on the other 
hand, if he or she is one of those 
uber-shy introvert-types (or mute, for 
that matter), the voice chat can be 
turned off altogether. 

For those who have played the 
GameCube version of Online (released 
last fall), this is essentially the same 
exact game, only with the addition of 
voice chat. Despite earlier rumors to 
the contrary, there aren't any new 
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Bad Xbox Nation joke #327: “Impressive ..." 
That's what she said! 


character classes or stages here. 
Compared with the older Dreamcast 
games, however, there's plenty new, 
including four new stages (Episode II), 
three new character variations, and a 
host of new items and equipment. 
Sonic Team has also added split- 
screen play for up to four players in the 
offline mode, but there's a really lame 
hitch: to play it, players will need a 
valid Xbox Live Gamertag. What does 
this mean to those without broadband 
or without the extra $50 to plunk down 
for an Xbox Live Starter Kit? It means 
they should quit reading this preview 
right now and move along, because 
they're not going to be playing the 
game on Xbox anytime soon. 

Despite the fact that Online’s core 
gameplay hasn't evolved a whole lot 
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ProTip: Do not attack Satan with a cane. He will only laugh at you and then eat your duodenum. 
Also, you'll be the laughingstock of all Phantasy Star Online players. 


over the past three years, those looking 
for a fun, deep, online experience can 
still find plenty to like with Episode / & 
Il. Even Online veterans will want to 
give this new version a whirl to check 
out how the newly implemented voice 
chat affects the overall experience. 

Of course, all this online RPG 
business doesn't come cheap. Upon 
signing up for a Phantasy Star Online 
Hunter's License, players be granted 
two months of free service. After the 
free months are up, they'll have to pay 
a hefty $8.95 per month to keep on 
playing. With two full months of free 
play, though, it may be pretty hard for 
even the most jaded Xbox Live owner 
to resist forking over the cash. Look for 
a full review in the next issue of XBN. 





In Japan, Microsoft released a 
special USB-keyboard adapter 
exclusively for Phantasy Star 
Online. The U.S. version 
supports this peripheral as well, 
but whether or not Microsoft will 
actually release it in the United 
States is still up in the air. 
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Game Data 


Developer: Shiny Entertainment 
Publisher: Infogrames 

Expected Release: May 2003 

Origin: Orange County, CA 

“What is good is that everyone who I saw 
playing the game could actually play. It's not 
so complex, but the potential of the game in 
terms of money is $200 million. 
right." -Bruno Bonnell, CEO of Infogrames 


if we do it 








Throughout human history, we have been dependent on machines to survive. 
Fate, it seems, is not without a sense of irony. Enter: The Matrix, the game. 


It is not exaggeration to say 
that Enter the Matrix is, to 
date, the single largest-scale 


blockbuster movie-to-game translation 
to grace the ashen history of 
videogame/movie tie-ins. So much so, 
in fact, that Bruno Bonnell, CEO of 
Infogrames, saw fit to introduce the 
game to a star-studded audience at its 
lavish Hollywood unveiling as, “Not 
only a revolution, but also a revelation 
in interactive entertainment.” 

The “revelation” Bonnell speaks of, 
whether or not he is fully aware of it, 
has little to do with high-concept 
gameplay paradigms or ground- 
breaking graphical techniques. Rather, it 
is the cross-media brainstorming of the 
Wachowski brothers, whose vision for 
the Matrix universe includes not only 
three films and an animated series of 
shorts (see page 22), but also an 


entirely original narrative to be told via 
the videogame. 

Weaving in and out of The Matrix: 
Reloaded, Enter the Matrix’s stand- 
alone plotline maintains congruity with 
the timeline of the film, following the 
path of Niobe and Ghost as they make 
their way through its narrative. In fact, 
Enter the Matrix will incorporate more 
than an hour's worth of exclusive film 
footage, shot specifically for the game 
over a strenuous 14-month shooting 
schedule. The game will also feature 
over an hour of Wachowski-directed 
in-game cut-scenes to tell its story. 

The rest, however, is not quite so 


impressive. As has commonly been the 
routine for such high-profile Hollywood 
adaptations into the interactive realm 
(read: Die Hard, Mission: Impossible, et 
al.), Enter the Matrix is a medley of 
play-styles, breaking down into various 
minigames including third-person 
character-based action, driving, flying, 
and, apparently, “hacking into the 
Matrix itself.” 

Sadly, this diversity appears to be 
the game’s weakest point; rather than 
focusing on its resources on a single, 
polished gameplay engine (as EA 
managed with great success in its 
translation of Lord of the Rings: The 


“The credits list will be the 
longest ever for a videogame.” 
— Раме Perry, president of Shiny 








Shiny recorded more than 4,000 motion- 
captures for Matrix, the most ever for a game. 


Two Towers), Shiny appears to have 
spread its resources a bit too thin. 

Judging by the four-level demo to 
which Xbox Nation was granted 
access, rough edges abound. The 
driving sequences bring to mind 
unpleasant flashes of Infogrames’ own 
Test Drive series, while the flying 
sequences, set inside the Nebuchad- 
nezzar spacecraft, provide a seemingly 
far greater offense: Hearkening back to 
such classic Sega CD “interactive 
video” fodder as Sewer Shark and 
Microcosm, the on-rails, pseudo-3D 
blasting elicited more than several 
unexpected guffaws from those who 
witnessed it in motion. 

The third-person action/adventure 
engine—clearly the game’s most 
polished component (and which 








The Wachowski brothers courted both Hideo Kojima's KCEJ Tokyo studio, as well as a pre-Halo 
Bungie to develop Enter the Matrix, before finally settling on Shiny Entertainment. 


makes up the bulk of its gameplay)— 
involves both hand-to-hand combat as 
well as manic run-and-gun play. The 
engine is neither Soul Calibur nor 
Tomb Raider, instead sitting rather 
uncomfortably somewhere amid the 
precarious in-between. 

Should Shiny find the wherewithal 
to refine the transitions between fists 
and guns—and, somehow, match the 
visceral depth of said respective 
influences—the potential is great. The 
requisite Matrix-inspired feats of 
nature—including Bullet Time™, wall- 
climbing acrobatics, and dual-fisted 
boomstick action—are all present and 
accounted for, and the hand-to-hand 
combat displays moments of graceful, 
choreographed elegance. 

Certainly, there is still hope. Much of 


the game's creative success is 
dependent upon its overall presentation, 
and how elegantly the disparate worlds 
of cinema and videogaming manage to 
integrate their respective storytelling and 
interactive techniques. (Cut-scenes are 
being kept tightly under wraps, not even 
included in submission builds of the 
game sent to Microsoft for first-party 
approval.) At this point, however—less 
than a month before it goes gold—Enter 
the Matrix fails to provide any of the 
heart-rending, mind-altering, spoon- 
bending *oh-my-god."-ness of its 
cinematic progenitor. 

Unfortunately, no one can be told 
what the Matrix is. You have to see 
it for yourself. 

XBN anxiously awaits final code. 
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Developer: LucasArts 

Publisher: LucasArts 

Players: 1 

Expected release: May 2003 

Origin: San Rafael, CA 

Gladius brings gladiatorial combat to Xbox. 
As one of two warriors, players build their 
‘own gladiator school, whomp ass, and 
collect gold. Just like in real life. 
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All the world’s a gladiator arena, and all the men and women simply meat for 
the grinder. Welcome to Gladius. Now get hurt, or get the hell out... 


Gladius fuses skull crushing 

with romantic intent, turn- 

based arena combat with full- 
on 3D polygonal kissing. It’s an idea 
whose time has come. 

Call it LucasArts’ first real console 
RPG, a meaty adventure with two 
playable heroes and anywhere from 30 
to 70 hours of gameplay. As either 
Valens, a male gladiator from Imperia, 
or Ursula, the magic-using last of the 
valkyries, players must build and 
maintain their own stable of warriors, 
step into a series of arenas, and 
administer 500 CCs of pain—stat. 
There are crowds to win over, 
approximately 2,000 or so items to buy, 
and, as per the RPG bylaws, an evil 
Dark Lord to destroy. 

Both Valens and Ursula have 
independent but converging storylines. 
At some point in the game, Ursula 


meets Valens, and they'll find love amid 
the chaos of broken bodies and hurt 
feelings. To lend weight to the romance, 
Michael Rosenbaum (Smallville) and 
Linda Cardellini (Scooby-Doo) have 
been enlisted to do the voices for the 
male and female lead, respectively. 
Blending exploration with brawling, 
Gladius sends its heroes out into 
a series of brave new worlds. Imperia, 
modeled after Rome, holds what the 
game's director Robert Blackadder calls 
"the most authentic gladiator classes." 
Ursula's home Nordagh has a more 
Nordic/Germanic influence, and its 
inhabitants are more comfortable using 


magic spells and the like. The Southern 
Expanse is reminiscent of ancient Egypt 
and plays host to powerful dervishes 
who can hold two weapons at once; it 
also earns its reputation as being the 
land most in tune with all things 
magical, supplying a vast array of 
channellers and summoners. Mongol- 
inspired Winward Steppes feature huge 
Samnite warriors with massive helmets 
and body-cutting blades. 

With 16 different gladiator classes, 
Gladius offers players much opportunity 
to build a diverse stable of 20 or so 
fighters. Armorless berserkers are easy 
prey until they become enraged; once 
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О This hardened young woman wants to "ax" you a question! Our humor is like some large gladiator 


arena from which there is absolutely no escape! 


duly provoked, they'll morph into an 
Arnold Schwarzenegger-like figure 
capable of tearing up a battlefield. 
Archers and spearmen attack their foes 
from a distance, while spell-casters 
toss enchantments, allowing them to 
teleport or terrorize with damaging 
magic attacks. In addition, players can 
enlist the aid of special monsters such 
as a nipple-ringed minotaurs, obese 
and verdant ogres, undead beasties, 
wolves, and bears. Various gods will 
play a part in the proceedings, as 
characters curry favor by using 
weapons embossed with a deity's 
markings in the hopes of gaining power. 

As is the case with all dedicated 
role-playing games, experience plays a 
large part in the proceedings. Players 
win battles, their heroes gain 


experience, their stable gains 
popularity, and the gold begins to roll 
in. Characters can be customized, their 
skills increased, and their winnings can 
be invested in steel (for weapons) or 
flesh (in the form of new gladiators). 
Select the right hero and the rise to the 
top will be speeded appropriately; the 
warrior Murmillo, for example, is an 
expert showman whose specialty is 
winning the crowd over. 

In combat, shields shatter, strategy 
is king, and flank attacks can tear the 
heart out of the toughest foe. A rock- 
paper-scissors combat system gives 
heavy gladiators an advantage over 
medium gladiators, medium gladiators 
and edge over light ones, and light 
ones an advantage over heavy ones. 
Special bouts pit heroes against a pack 





£ The peanuts-and-beer diet worked well, perhaps too well, for Killicus the Destructive. As for Wolfie 
McHowlingtons, well, he was just in it because he had a bone to pick with his foe. Get it? Bone? Yes. 


of wolves, and there will be times when 
the player's heroes will be distinctly out 
of their league. There will be lava pits to 
fight over, high ground to capture and 
hold, and special hit meters requiring 
players to press certain button 
combinations at specific times in order 
to inflict more, or even critical damage 
on their enemies. 

Still lacking important pieces of its 
final form, Gladius' exploration elements 
are still absent and it's simply too soon 
to tell if this RPG will sink or swim. Yet 
by the way both Blackadder and 
Assistant Producer Chris Susen pored 
over a wall full of concept art, like 
expectant fathers, there's little doubt 
they believe people are ready for, as 
they call it, “а gladiator love story." 
Greg Orlando 


Life and Limb 


Gladius' combat lets players cripple 
their foes in neat ways. Assistant 
Producer Chris Susen says, "You 
can definitely target specific parts of 
the body by using different skills 
earned by leveling up specific 
gladiators. Each targeted attack has 
a different effect (hit them in the legs 
and they can't move, hit them in the. 
head and break their helmet)." 
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War is Satan’s playground. But Warren Spector and lon Storm’s Deus, 
Ex 2: The Invisible War may make players want to ride its teeter-totter. 


Developer: lon Storm Studios 
Publisher: Eidos Interactive 
Players: 1 

Expected release: Year's end, 2003 


“We start the game off by killing everyone in 
Chicago,” Deus Ex 2's Project Lead Harvey 
Smith says. From there, Deus Ех 2 takes 
hero (or heroine) Alex D. on a first-person 
ride through Conspiracyville, USA. 
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In Greek and Roman theater, 
heroes in an impossible 
situation would often watch 
as a platform lowered from the 
ceiling. Stepping on it, said hero 
would be raised up into the heavens 
and out of danger. The meaning was 
plain; the hand of God had come 
down to rescue the righteous. In 
Latin, it’s known as deus ex machina 
or “god out of the machine.” 

In Deus Ex 2: The Invisible War, the 
hand of God smushes Chicago flat. In 
English, that’s known as FUBAR. 

In Texas (Austin to be precise), the 
gods behind Deus Ex 2 are rallying 
against sandwich gameplay. “No, 
dude!” Harvey Smith yells. “That’s 
sandwich gameplay!” For the 
uninitiated, sandwich gameplay drives 
a person to get up from his console 
or PC to go to the refrigerator for a 
sandwich, or to the bathroom to 
relieve the pressure on his bladder. It 
happens when a player character 
regenerates hit points and is short on 











health, or has to wait for a specific 
time or event. Sandwich gameplay is 
to be eschewed at all costs, and will 
not be a part of lon Storm’s Ex 2. 
Thirty people, some from as far 
away as Heidelberg, Germany, are 
hanging on every word. They’ve come 
to see what project lead Smith, 
director Warren Spector, and the lon 
Storm development team have done 
for the sequel to the popular PC and 
PlayStation 2 game Deus Ex: The 
Conspiracy. Spector, whose 
celebrated game career spans 14 
years, sits off to the side, is more 
than happy to let Smith handle the 
presentation. He’ll chime in when 
necessary, warning Smith not to give 
away too much of the plot or 
reminding the audience, “We want to 


empower players. We want to create 
them to create the experience while 
we get the hell out of the way.” 

Ex, a first-person action shooter 
RPG, was hailed for the freedom it 
presented to players. The game 
presented substantial customization 


options, and players could mold its d 


protagonist J.C. Denton to make fiim 
brutish or stealthy; there were sides | 
to choose, multiple solutions for every 
puzzle, and three separate endings to 
discover. The game was so open- 
ended, in fact, players could go 
through the entirety of the game, only 
having to kill one person. Its sequel 
does this one better: /t will be 
possible to play through the entirety 
of Deus Ex 2 without ever picking up 
a weapon. 


In Deus Ex 2, the hand of God 
smushes Chicago flat. In English, 
that’s known as FUBAR. 
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"In a really good game, you're not 
just increasing your character's 
stats, you're figuring out who you 
are.” Warren Spector says. Spector's 
wife vowed never to play Deus Ex 
aftér she accidentally killed a dog in 
the game. “The consequences of her 
act were so overwhelming, she had 
an emotional response to a virtual 
act of violence,” he says. 
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The sequel takes place 15 years 
after the original Deus Ex, on the day 
after Chicago gets wasted in a 
terrorist attack. Players take the role 
of Alex D, who can be either male or 
female—and who has the capability to 
upgrade his/her skills and abilities by 
implanting special biomod chips. 
Although the plot of the game is 
carefully guarded secret, it centers 
around the invisible war hinted at in 
the game's opening sequence. 

With a major development 
milestone behind them, Smith and 
company are ready to show off their 
дате—ог at least the working parts of 
it. Right now, the АЛ. isn't functioning, 
and there are some definite problems 
with pathfinding (one hapless non- 
player character in a penthouse 
apartment perpetually runs into his 
pool table). 











God in the machine 

An Antarctic base is the first stop on 
this tour of the game, and it’s here the 
developers show off their detailed, 
3,000-polygon characters and 
spectacular lighting effects. "We're 
taking the technology to an extreme 
that not many studios are,” Spector 
says. “Every light is dynamic. For a lot 
of other studios, dynamic shadows 
and real volumetric shadows are pretty 
pictures. They make the game look 
really cool and really nice. For us, it’s 
gameplay; for the first time players are 
going to be able to create their own 
darkness in which to hide and the АЛ. 
and everything else is tuned to support 
that kind of stealth gameplay. So 
you're not just playing a shooter in а 
Scary, cool-looking place with real 
lighting, you're also playing a stealth 
game where you're in control of the 





lighting in a lot of places." 

The game's brilliance slowly begins 
to unfold here. “It’s your experience,” 
Spector says, and Deus Ex 2 aims to 
give players the means to tackle 
missions and puzzles in all sorts of 
ways. A special Robot Domination 
modification allows Alex D to take over 
and control robots, be they lowly 
cleaning droids or enormous military 
automatons. In this way, Alex can 
enter rooms and overhear private 
conversations (no one ever suspects 
the cleaning droid), or just plow in and 
wipe everyone out in a hail of hot lead. 
It'll be possible to circumvent window 
security systems by employing a 
handy tool called the Glass 
Destabilizer that vaporizes glass 
without disturbing the alarms. It’ll also 
be possible to create a zone of killer 
gas by shooting barrels containing 





poison; any passing enemies will 
choke and croak on the fumes, and 
players can customize their character 
so that he/she can survive in toxic 
environments. Everything is up to the 
player; saint or scum, Alex D can be 
either, or both at the same time. 
Smith and company are very much 
aware of what their ambitious plans 
mean for gameplay. “As soon as 
you're making а game that's part- 
action shooter and part role-playing 
game, you just have so many 
problems to solve,” Smith says. 
“Essentially, you have a player with a 
split personality who half the time 


. 
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wants to be excited and jump off 
buildings and crash through windows, 
and the other half of the time you have 
somebody who wants to understand 
the characters and the plot, and who 
wants to deal with the narrative. It’s 
like a juggling act, really.” 

A mercenary bar in Seattle is shown 
to demonstrate the game’s new ragdoll 
physics and plays host to the day's 
most humorous aside. When the 
camera focuses in on the world’s 
ugliest couch, Smith casually remarks 
that Spector hates the seats. It’s not 
hard to see why, either. They're colored 
а hideous shade of green with white 


We want to empower players. We want 


them to create the experience while w 





get the hell out of the way. 


streaks, and seemingly pock-marked 
(an effect of the game's cool lighting). 

“lve always wanted to sit опа 
dinosaur hide,” Spector sighs. 

"It's kitsch!” Smith shoots back. 

Taking the hero down into a 
basement where dog-like beasts 
compete in pitfights, the developers 
target a lone figure standing on some 
bleachers. When the sap is shot, he 
crumbles and slips between the slats. 
It's a vast improvement over the 
physics in Deus Ex, but it’s not done 
simply to impress players. “We want to 
show the consequences of actions," 
Smith says. "There is a price to play. 
And it is a stiff one.” 


Go Your Own Way ... 

The Xbox version will be identical to 
the PC version, and Spector aims for a 
smooth, 30fps experience. Xbox Live 





support, at least for the time being, is 
not included: “We love Xbox Live,” 
‘Smith says, "but we're not committing 
to any plans to support it.” 

This has not often been done in the 
history of games, this attempt to make 
a title where the player, and not the 
designers, is very much the deciding 
factor in how the events unfold. A 
whopping 20,000 to 30,000 lines of 


` text are being written for the game, 


and there will be certain characters 
who will act as “moral compasses.” 
They'll comment on the tack the 
player's taking, and attempt to prod 
him in various ways. Customizations, 
both cosmetic and gameplay-related, 


` will'allow players to build exactly the 


kind of hero they've always wanted to 
play. "The best experience is the one 
you've devised," Spector says. Amen. 
Greg Orlando 
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Expect a great deal of fanfare from Microsoft 
concerning Big World at May's ЕЗ Expo. 


Who would have thought it true? It is indeed a 
Big World, after all. With volumetric grass, no less. 


Big word, big population, big technology. Fallout: 
Tactics developers returns with big plans... 


Dev: Micro Forté Pub: To be determined 


Okay, we're probably lying; 

the game Micro Forté is 

working on may or may not 
be Citizen Zero. That's just the name 
of the ambitious, action-based, 
massively multiplayer online game that 
the studio is working on for the PC. 
It’s also throwing together an Xbox 
exclusive massively multiplayer online 
game, which the studio purports as 
being "revolutionary" and, quite 
possibly, a "killer app." Many are 
assuming this will indeed be an Xbox 
version of Citizen Zero, but nothing 
has been officially announced. 

In any case, Micro Forté has been 
crafting a crazy engine, which it hopes 
will be the MMOG equivalent of the 
Quake IlI engine. It’s called BigWorld, 
and according to the studio, it's 
supposed to take a giant leak on every 


Release Date: Winter "03 Origin: Australia 


piece of existing MMOG tech. Among 
other things, it will allow for more than 
1500 players in a single “zone” (read: 
town square, battlefield, etc.) at any 
given time, which is pretty staggering; 
and, to be honest, a bit hard to 
believe. (For context, most modern 
MMOGs start to bust up and lag when 
more than about 200 players crowd a 
zone.) Micro Forté is actually working 
on a version of the BigWorld tech built 
specifically for the Xbox's needs and, 
reassuringly, its reps are saying that 
they're achieving results they thought 
impossible on PC architecture. 

In any case, all this talk of tech is 
sort of empty, until we see an Xbox 
build of the game. Expect a relevant 
announcement soon; until then, feast 
your eyes on these screenshots of the 
PC game. 





PITFALL HARRY 


Dev: Edge of Reality Pub: Activision 


These days, credibility in the 

world of video tomb raiding 

has less to do with game. 
quality, and more to do with who's the 
baddest and most old-school. 
Crawling out of retirement with the 
likes of Indiana Jones is Pitfall Harry, 
an Activision action hero who dates 
back to the era of the Atari 2600. 

Developer Edge of Reality 

understands the gargantuan task of 
dismantling the empire that Lara Croft 
built, hence it’s taking Pitfall Harry in 
an entirely different direction. Whereas 
Croft has been given a gritty “angel of 
darkness” makeover, Harry sticks to 
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Release Date: Fall ‘03 Origin: Dallas, TX 


his cartoony, 16-bit roots. 

When it comes to gameplay, Pitfall 
Harry is certainly in an entirely different 
genre from the competition. While 
there are elements of exploration in 
levels ranging from snowcapped 
mountains to under-ground caverns, 
the game takes a more linear, 
platform-leaping, Crash Bandicoot 
approach to its proceedings. 

Activision insists that Harry’s 
“quirky sense of humor” will make this 
one of the most sought-after games of 
2008. For some unidentifiable reason, 
we have our doubts. But hey, what do 
we know? 





Developer: Paradox 
Release: Summer ‘03 


Publisher: Eidos 
Origin: Moorpark, CA 
Eidos’ Backyard Wrestling brings 
no-holds-barred brutality to Xbox 
and it's safe to assume we'll be hiding 
under our beds for the duration. 
Рагадох 5 lead designer Mark Acero 
says, “The entire environment is 
basically a potential weapon.” A car, 
Acero says, can be used in the 
following ways: “In the course of the 
fight,” he says, “the door comes off, 
and you can bash somebody with it. 
Then the hood comes off, too. And 
when the trunk breaks open, there’s a 
tire iron in there that you can use.” 
Xbox Nation eagerly awaits the 
divestment of the last shred of our 
collective dignity. 


Fun Fact: If you сап tell what's going on іп 
this screen shot, you're a better man than most. 





Mighty Morphing Power Shaper Nevin can 
take three separate forms to combat evil. 


АП is never what it seems in THQ's strange new 
hero-morphing 3D adventure Alter Echo 


Dev: Outrage Games | Pub: THQ 


THQ's 3D adventure Alter 

Echo serves as the perfect 

illustration for immutable 
videogame law #326: There's no better 
game title than one that utilizes a 
delicious pun. 

Strange things are afoot on the 
planet Proteus, a strange world 
covered by an organic substance 
called Multiplast. Highly coveted, 
Multiplast can be shaped by a group 
of select individuals (ingeniously 
called “Shapers”) into all manner of 
bio-machines. Normally all would be 
sweetness and light, but a Shaper 
named Paavo created a new form of 
Multiplast called Xenoplast. In a 
remarkable twist, Xenoplast becomes 
sentient and the rest of the plot is an 
Excedrin headache waiting to 
happen. Suffice it to say that bad 
stuff goes down. 

Nevin, the game’s hero, steps in to 
set things right. A shaper, Nevin can 
twist Multiplast to his will, and is able 


Release Date: Summer '03 C Origin: Ann Arbor, MI 


to morph his appearance into three 
separate forms: Melee, Gun, and 
Stealth. The Melee form stands as the 
default; here, Nevin sports whirling 
blades to cut his foes and can also 
battle enemies mano a mano. Gun 
mode, to be sure, turns the 
protagonist into a behemoth who 
totes around a huge cannon and 
plenty of grenades, and the Stealth 
appearance allows Nevin to climb 
walls and whack foes while invisible. 
In addition to morphing his form, 
Nevin can also bend time. In 
gameplay, this means a player can 
freeze the screen, enter a series of 
attacks, and then resume play to 
witness the devastation. 

Along the way, there'll be puzzles 
to solve, a planet full of enemies to 
eviscerate, screen distortions aplenty, 
and an "innovative combo system that 
allows the player to chain moves and 
combine forms into explosive special 
attacks." Cacophonous! 





Dev: Sims 
Pub: Xicat Interactive 


Release: Spring '03 
Origin: Japan 

Top Angler promises "Real Bass 

Fishing," which is odd as it is a 
game played on a videogame console 
with electronic fish reeled in by way of 
a plastic controller. Perhaps the 
medication has made us overly critical 
here—Angler certainly may be as close 
to real bass fishing as many of us will 
ever hope to get. 

It's developed by Sims, the maker 
of the Dreamcast's Sega Bass Fishing 
(the game was the most fun we've 
ever had sans waders). Angler packs 
four modes of fishing play, gorgeous 
waters with scenic vistas to ogle, 
approximately 30 different fishin' lures, 
split-screen human versus video fish 
battles, and absolutely no fishing 
controller to play it with. 


GROUP-S CHALLENGE 


Developer: Capcom Publisher: Capcom. 


The backlash is long 

overdue. Realism is dead. 

The fallout from Gran 
Turismo's massive, million-selling. 
success has the racing genre in a 
stranglehold that's only starting to let 
up with recent releases like Need For 
Speed: Hot Pursuit 2 and Burnout 2. 

Just in time to ride the tail end of 

Turismo's wave this spring is Group S 
Challenge, a Capcom racer 
that...well, looks like the Turismo 
games, except now it's endowed with 
the *power of X." Logic would dictate 
this isn't necessarily a bad thing, 
considering there isn't a worthy 


Release Date: Spring '03 Origin: Japan 


contender to the Turismo crown on 
Xbox. Still, players can surely predict 
the sort of frosting that'll come with. 
the cake. 

Expect ultra-realistic vehicle 
models slathered with real-time 
reflections, famous international cities 
and landmarks, real-life car 
manufacturers, and the almighty 
Championship mode where one rises 
through the ranks to become 16 
dog in the yuppie - 
world of Group S. 

After a recent test 
drive, Xbox Nation 
reached the following 


conclusion: Despite its realistic 
appearance and emphasis on solid 
physics, Capcom’s new racer remains 
on the radar simply because its 
controls remain slightly arcadey, and 
the game, hopefully, a lot of fun to 
play. Challenge rolls onto Xbox 

this spring. 
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Rain or shine, Dylan and Dagmar must ride, 
and ride fast they must. 











A total of 16 players can join in the 
multiplayer fun via Xbox Live. 


FILA TENNIS 


Developer: THQ 


There’s been a dearth of 

tennis games on Xbox, and 

Xicat Interactive has heard 
the vacuum's giant sucking sound. 
FILA World Tour Tennis will be one of 
the first offerings to fill the void, and 
Xbox owners can only hope this one 
rivals the Queen Mum of all serve-and- 
volley titles, Dreamcast's Virtua Tennis. 

Xicat's tennis will be branded with 

the FILA license, so those genuinely 
afraid of not receiving advertising 
while they play games need not be 
concerned. The game sports a wealth 
of computer-controlled players 
(approximately 200 in all), as well as 


Publisher: Xicat 
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Release Date: Spring "03 Origin: California 


four-player action. It'll be possible to 
play singles, doubles, and mixed- 
doubles matches, and Xicat is also 
promising online multiplayer action. 
It's uncertain, however, if online play 
will be included for Xbox or merely 
for PCs. 

Sadly, Xbox Nation was not able to 
sample the game before going to 
press. It's anyone's guess whether 
FILA, with its extensive Career mode 
and highly animated players (Xicat 
boasts each character model has 80 
motion-captured moves apiece), will 
serve an ace on Xbox or merely whack 
the ball boy in the groin. 





All the speed, slick machinery, and sexy road 
rash—none of the Biker Boyz 


Developer: Climax Publisher: THQ 


Last November, one of the 

biggest surprises of the Xbox 

Live Starter Kit came in the 
form of MotoGP, a free bike-racing 
demo based on an offline game of the 
same name. Its intuitive, arcade-style 
controls, seat-of-your-soiled-leather- 
trousers physics, and free-wheelin’ 
smack talking courtesy of the 
Communicator headset felt communal 
right out of the box. 

Aside from just buttering up the 


Speeding motorcycle of my heart. Speeding 
motorcycle, won't you change me? 








Release Date: Summer "03 


Origin: UK 


graphics, developer Climax is 
squeezing all sorts of extra little 
touches into the sequel that didn’t 
make it for its Xbox debut. Unlike its 
predecessor, MotoGP 2 will integrate 
the online aspect through all eight 
game modes (GP Series, Training, 
Stunt, Multiplayer, etc.), so even solo 
lap times from the single-player portion 
will show up on the servervia Live's 
dynamic scoreboards. Crotch-rocket 
enthusiasts, get ready to eat asphalt. 





MotoGP 2's graphics approach near- 
photographic quality during replays. 





Pub: Codemasters 
Origin: UK 

The Indy Racing League is the 

premier open-wheel racing series 
in the United States today, playing 
home to the historic Indianapolis 500. 

In Indy Car Series, choose your car 
and drive in really fast circles on any of 
the official IRL tracks (like Pike’s Peak, 
Texas, and, duh, Indianapolis) with 
official IRL drivers and teams in either 
single race or Full-Season mode. 
Codemasters is flaunting the 

game’s Advanced Genetic АЛ. System, 
which is supposed to make drivers 
react more realistically to a player’s 
driving behavior. What’s that mean? 
Well, if the movie Driver taught us 
anything, it’s that your opponents are 
more likely to steal your girlfriend if you 
beat them on the track. Ain’t 
technology grand? 


Dev: Brain in a Jar 
Release: Spring "03 


EA eres 


< Wild Blades > 


ፍች. 


In the Dungeon of Depression, cries of “Dear 
lord, my thighs are fat!” echoed throughout. 





Dev: Gene Pool Pub: Activision 
Release: Spring ‘03 Origin: U.S.A. 
Because this is a preview for a 
Wolverine videogame, we are 
legally bound to begin thusly: He is the 
best he is at what he does, and what 
he does is not very nice. X2: 
Wolverine’s Revenge features the feral 
X-Man returning to Canada in search 
of a cure for the virus that's killing him. 
Expect stealth kills that let 
Wolverine eradicate enemies in 
perfectly hideous ways, a mode 
wherein our hero can use his 
enhanced senses, guest appearances 
by X-Men Beast and Colossus, and 
boss battles against Magneto and 
Sabretooth. Revenge served cold 
comes to Xbox this spring, and the 
hope is this is more than just a 
standard (junky) comic book game. 





Note the neat flame effects: Warrior needs to 
not eat so many pinto beans! Badly! 





Infogrames brings the dungeons and the dragons. 
You bring the heroes for a four-player crawl... 


Dev: Microprose Pub: Infogrames 


All that was missing from 

Infogrames D&D Heroes was 

an ominous voice proclaiming, 
"Warrior needs food, badly." 

A sharp Gauntlet-esque action- 
RPG, Heroes will be backed by 
Wizards of the Coast's powerful 
Dungeons and Dragons license. It 
supports four-player action (sadly, 
online play will only be included in the 
sequel), with the screen splitting 
appropriately when one or more 
heroes breaks off from the main party. 

Heroes, for ease of use, employs 
what its producer Constantine 
Hantzopoulos calls the “basic combat 
button system." This means that 
during gameplay, players will be able 
to pull up a menu by holding down the 
Xbox controller's right trigger, and then 
use this menu to map attacks, spells, 
and artifacts to the A, B, X, and Y 
buttons. This menu can be activated 
and used without pausing the game; 
the game slows appropriately, but 


UFC TR 


Dev: Dream Factory Publisher: ТОК 


A typical Ultimate Fighting 

Championship match on TV 

goes something like this: Two 
brawny, oiled-up men enter an 
octagonal cage, start exchanging 
blows with their lightly-padded fists, 
only to get tangled up in a pretzel of 
limbs, with each pugilist vying for 
superior positioning so as to tenderize 
his opponent's raw and bloody face. 
When the beatings get too intense, or 
when certain bones snap or threaten to 
snap, the losing party "taps out" on the 
mat and a winner is declared—usually 
within seconds of the round starting. 

Not to be outdone by its real-life 


Release Date: June 03 Origin: Beverly, Ma. 


does not stop while buttons are 
mapped. It's a neat feature, and it 
certainly helps to immerse the player in 
Heroes' world. 

The D&D license will be followed 
fairly faithfully, but Hantzopoulos 
emphasizes liberties will be taken. In 
normal pen-and-paper play, 
spellcasters need to rest after casting 
enchantments, but this simply wouldn't 
fit Heroes' style of action-based play. 
Also, a new "Excalibur" weapons 
system will be established. Simply, this 
means characters will begin with a 
weapon and slowly improve it. Over 
time, a lowly cleric's hammer will 
become a huge spiked implement of 
death, Hantzopoulos says. 

Seven worlds, all aligned with lots 
of vertical, as well as horizontal, space, 
await players. The standard 
complement of traps will be set up to 
keep things interesting and found 
treasure can be used to buy neat stuff. 
Mettle will be tested in June. 





POUT 2 


Release Date: Spring '03 — - Origin: Japan 


counterpart, TDK’s UFC Tapout 2 (once 
again) celebrates this sport of brutality 
and skill by imitating every aspect of 
the fight—right down to the wimpy 10- 
second tapouts. After a hard day at the 
Xbox Nation offices, we enjoy nothing 
more than a thorough shellacking, but 
Tapout's stop-and-go pacing is an 
admittedly acquired taste. The sequel, 
with slightly better graphics, increased 
moves list, and all-new side grapples 
feels more like a franchise update than 
the teeth-shattering evolution players 
were hoping for. Still, there's no other 
series like it out there, and the 
cockfight begins this spring. 
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нешт of the King 


Soul Calibur 2, sequel to Namco’s once-and-future 
king of fighters, makes its glorious Xbox debut. 
Words: Che Chou 


over two decades of obsessive, quarter-pumping, and electronic innovation—begins 
and ends with two important Namco titles. The scene blew up in the ’80s with Pac- 
Man, one of the most popular games ever made, and crashed around the turn of the 
millennium with Soul Calibur, one of the best fighting games ever made. Now, with the highly 
anticipated release of Soul Calibur 2 this summer, Namco's once again out to destroy the 
status quo. Xbox Nation gets hands-on with the weapon of choice for 2003. 


America's love affair with arcade gaming—a bell-shaped, rise-and-fall curve mapped 
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If there's ever а reason why women 
shouldn't sword fight in leather g-strings, 
we don't want to hear of it. 
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In 1999, Namco's ambitious 
Dreamcast fighter, Зои! Calibur 
delivered a staggering deathblow to 
the myth that arcade games, by 
default, look and play better than their 
respective console ports. The home 
version of Soul Calibur featured game 
modes that guided the player on their 
path to true mastery, nurturing the 
trainee's understanding of the melee 
system. The game effectively tore 
down its own arcade mystique in order 
to grow its number of disciples. No 
longer put-off by expensive pay-per- 
play practice sessions, or intimidated 
by local experts in nearby arcades, 
fighting fans flocked to a newly 
democratized, highly improved Soul 
Calibur on the Dreamcast. It was 1999, 
and as far as most casual gamers 
were concerned, arcades were dead— 
the real action was at home. 

Now in 2003, Soul Calibur 2 steps 





into an Xbox library with many 
competitors, but little competition. 
While fighters such as Dead or Alive 3, 
Mortal Kombat: Deadly Alliance, and 
Capcom vs. SNK 2: EO have pockets 
of dedicated followers on the Xbox, 
fighting fans jonesing for more 
"serious" games such as Virtua Fighter 
and Tekken head to the PlayStation 2 
for their knuckle sandwiches. 

But if Soul Calibur 2 turns out to be 
anything like its incredible predecessor 
on the Dreamcast, the results will be 
spectacular on the Xbox. And once 
again, Namco will have successfully 
killed the genre, and made redundant 
all of its mimickers, for the foreseeable 
future. 


With arcade popularity on a steady 
decline, its existence all but justified by 
an audience of polar (hardcore versus 
casual) extremes, it's no surprise that 
Soul Calibur 2, sequel to one of the 
best fighting games ever made, 
received only modest success and 
fanfare following its coin-op debut last 
summer. "In terms of sales, the arcade 


market is smaller now than it was two 
or three years ago. So while the total 
run of [Soul Calibur 2] in arcades was 
less than Soul Calibur overall, we still 
considered the game a success," says 
a Namco insider who wished to remain 
anonymous. “And | think we lived up 
to fan expectation. Initial player buzz 
was good." 

During the game's development at 
Namco, the pressure to follow Soul 
Calibur's brilliance was intense. 
Nobody understood this more than 
Hiroaki Yotoriyama, the series’ 
mastermind and producer. “1 felt the 
high expectations the company had for 
this game,” he tells Famitsu Xbox, 
sister magazine to Japan’s most 
popular gaming publication. “1 knew 
this project would be tough from the 
get-go, so we just decided to buck up 
and give it our best shot.” The result of 
Team Calibur's labor of love is tangible 
in Soul Calibur 2’s expanded features. 

To diversify the various fighting 
styles available from the character 
roster, Yotoriyama and his crew added 
four new characters to the mix, each 
with a unique weapon to master. “As 


you know, the previous games 
recycled fighting styles among 
characters. This time around, we 
wanted each fighting style to be clearly 
distinguishable from one another,” 
Yotoriyama says. The team also 
deepened Calibur's gameplay with 
interactive 3D backgrounds, and 
subtle fighting systems. 





To offset the Calibur returnees, 
Yotoriyama took a completely original 
approach to two of the four 
newcomers. There’s Raphael Sorel, an 
aristocrat from imperial France in the 
16th century, who vanquishes foes 
with a rapier. He combines a host of 
long-range stabbing attacks with four 
stances to flow seamlessly from one 
offensive barrage into the next. 

On the defensive side, Raphael 
employs fencing techniques that let 
him automatically evade and counter 
incoming strikes. Another important 
addition to the roster (and a first for 
the series) is Talim, a southeast Asian 
teen adept with a pair of short elbow 
blades, commonly known as tonfas. 


Like Raphael, Talim is a new take on 
30 fighting that is truly unique. On the 
surface, Talim may seem like nothing 
new; she bears visual similarities to 
Tekken's Xiaoyu or Virtua Fighter's 
Lion. But in practice, Talim’s specialty 
stems from her ability to link attacks 
into automatic evade moves that make 
her especially dangerous. 

The two remaining additions flesh 
out existing character types from Soul 
Calibur. Replacing Sophitia, the 
prequel’s Greek sex-goddess with a 
mini-skirt and buckler, is her dead- 
ringer and sister, Cassandra Alexandra. 
In terms of play mechanics, the two 
sisters are completely different breeds. 
Sophitia possessed many deceptive 
elements that made her not only a 
powerful opponent, but also a 
technical character often favored by 
experienced players. Cassandra, on 
the other hand, summons pure 
brute force. 

Finally, there’s Hong Yunsung from 
Korea, a direct replacement for Hwang 
from Soul Calibur. Just like Cassandra 
and Sophitia, these two swordsmen 
are nothing alike. In the first game, 


— 


Hwang was little more than Xianghua 
with a fair assortment of unique 
motions; Yunsung, however, is a 
completely original character who 
closely resembles Korean martial arts 
from the era. 


Stac of History 

In addition to new characters and 
weapon types, Yotoriyama and his 
crew have given these combatants 
beautifully rendered, fully interactive 
3D environments in which to spill 
blood. “The stages in [Soul Calibur] 
created situations where characters 
ringed out easily,” Yotoriyama says. 
“The addition of the walls and 3D 
structures in Soul Calibur 2 helps 
prevent this. The stages are no longer 
plain and flat, but totally dynamic and 
open to interpretation.” 

Rather than associate each fighter 
with his or her own stage, Зои! Calibur 
2’s 11 new backgrounds are now 
character independent. These areas 
combine gorgeous design sensibilities 
with practical strategic importance. 
Take the deceptively simple, moonlit, 
cherry-blossomed courtyard in Osaka 





Soul Survivor 





When Sophitia Alexandra, one of 
Soul Calibur's blondest and most 
popular fighters, was replaced by 
her younger, more aggressive 
sister Cassandra in the sequel, a 
nation of fanboys cried in despair. 
Not to worry, says Producer 
Hiroaki Yotoriyama, Sophitia will 
return for more punishment as a 
bonus character in the home 
version of Soul Calibur 2. Other 
changes to the home port include 
“Version 0," a gameplay update 
with tweaks and bug fixes retooled 
from its slightly glitchy arcade 
counterpart. 
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Weapon Master Mode 





Aside from the usual arcade, and 
versus modes, Soul Calibur ІІ will 
also feature a quest called Weapon 
Master mode. The game's 
Producer, Hiroaki Yotoriyama, says 
"There are over 200 weapons 
available, some of which are very 
strange, and non-weaponlike. For 
Voldo, imagine Edward 
Scissorhands and ! guess you'll 
have the right idea." Each weapon 
will also have unique powers, 
giving the Weapon Master mode 
RPG-like customization. Oh, and 
feel free to use these weapons in 
multiplayer, too. 
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Castle, Japan, for instance. Half of this 
rectangular stage is surrounded by 
walls, while the rest of the area is open 
for ring-out potential. In the middle of 
the arena, there is a slightly raised 
platform. 

This backdrop of springtime 
tranquility at Osaka Castle is full of 
strategic surprises. One of the faces of 
the castle wall is flat, which, within the 
rules of the game, equal slamming and 
combo opportunities with certain 
moves. Other attacks take advantage 
of Osaka Castle's sloped barriers. 
Similar to titles such as Virtua Fighter 
4, enclosures are also a good way to 
dish out pain, tipping the scales to the 
defender's advantage. The 
possibilities, while not limitless, are 
certainly abundant. 


oul Substan 
Ultimately, what made Soul Calibur so 
engrossing is its culmination of 
intuitive gameplay and controls. The 
game wasn't just easy to pick up, it 
was also incredibly deep; no matter 
how much time one invested in 
stabbing the computer-controlled foes 





in the neck, there were always 
subtleties to master, ways to 
manipulate the parameters to win. One 
of the game's true innovations was its 
Guard Impact (Gl) system that allowed 
players to repel or рату attacks. GI 
commands were easy to pull off—all 
one had to do was push the joystick 
forwards or backwards, together with 
the Guard button. The real trick, of 
course, was timing these parries just 
right to break the attacker's 
momentum. 

Giving Soul Calibur ІІ even more 
depth are the new Avoid and Break 
systems. Avoid is an evasion 
technique requiring players to sidestep 
attacks at exactly the right moment. 
With perfect timing, characters not 
only travel farther, but return the blow 
with a counter hit. Mastering Avoids 
take robotic precision, as players need 
to input their motion at either the 
eighth, fifth, or fourth frame of 
animation just before impact. What the 
Avoid system means for the average 
player is that evasion will likely happen 
at the most random (in)opportune 
moments. Likewise, the Break system 


also throws a monkey wrench into the 
melee equation. Essentially, Break 
assigns a weight value to each move; 
if the weight of a B (vertical and 
overhead) attack is higher than the 
weight value of an A (horizontal) move, 
the B attack will come crashing 
through the weaker offensive. 

Like its prequel, Soul Calibur II 
builds its core gameplay on these 
innovative systems, but whether the 
player exploits them to his advantage 
remains completely optional. There 
have been plenty of thrilling matches 
where testosterone and a flurry of 
mashed buttons ruled the day. The 
beauty of the Calibur fighting system is 
that it’s at once accessible and just out 
of reach of total mastery. 


the Power of A-Calibur 

In a brilliant marketing tactic that many 
hardcore fans have criticized as an 
unmitigated sellout maneuver, Namco 
is planning a simultaneous release of 
Soul Calibur ІІ on the Xbox, 
PlayStation 2, and GameCube. As an 
incentive for fans to pick up all three 
versions, the game will feature one 





exclusive character per platform. 

The choices, for the most part, have 
а system-specific logic. GameCube 
owners get the biggest perk by scoring 
Link from The Legend of Zelda series. 
On the PS2, Tekken’s boring ol’ 
Heihachi makes a cameo, while the 


Xbox's lack of a true mascot lands it 
Spawn, the faceless, muscle-clad, 
über-hero from the mind of comic 
artist Todd McFarlane. 

"Spawn isn't just a badass 
superhero with a hand ax—he's also 
‘Only on Xbox,’ as Microsoft's PR 
loves having us say," Yotoriyama 
jokes. “Тһе Xbox is a strong system in 
North America, so we figured this 
would be a pretty effective thing to do. 
Even in Japan, Spawn is a fairly well- 
known character with a lot of very 
hardcore fans." 

But, doesn't Spawn have a ton of 


super powers that could throw the 
game's finely tuned balance out the 
window? "We definitely had to 
balance the game to fit Spawn," 
Yotoriyama says. "Since his moves 
and attacks are something never seen 
in the series before, he's a very unique 


character. He can fly, too. You could 
think of flying as a sort of stance for 
that character. Oh, and he's also got a 
flying weapon." 

The fruits of collaborating with 
McFarlane resulted in an additional 
character: Necrid. "He's a neat fighter 
to watch because he's a mish-mash of 
moves from lots of different 
characters, but using him well may 
require a certain amount of technique," 
Yotoriyama says. Necrid, a character 
created with the North American 
market in mind, morphs his weapon 
each time he strikes. But unlike 


*Mokujin" characters that take on a 
different fighting style each round, 
Necrid's weapon variety is consistent 
with his arsenal of attacks. "If you're a 
fan of U.S. comics, then I think you'll 
love him." 

Like Namco's previous arcade-to- 
console conversions, we expect Soul 
Calibur 1/5 production values to be 
top-notch. One of the little treats users 
can look forward to is a gorgeous 
opening movie which establishes the 
game's setting and plot. "We're 
confident that players will be 
astounded at the quality of the FMV,” 
boasts Yotoriyama. Other Xbox 
exclusives include 5.1 Dolby Digital 
Surround Sound, and D4 component 
video (a high-quality digital video 
standard in Asia). 

By March, Japanese gamers will be 
among the first of the lucky souls to 
nab Namco's latest masterpiece. 
Unfortunately, American gamers will 
have to sit through the summer's 
typical software draught until Soul 
Calibur ІІ emerges in August. 

The soul still yearns, but not for 
much longer. 


Spawn leaps off the dog-eared cover of a 
high school Trapper Keeper and into the 
face of frightened Prince Valiant. 
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A Tale of Two Swords 


The warriors in Soul Calibur | pulsate with artistry and resound with detail. Set in 
the late 16th-century, the game’s backstory reads like a J.R.R. Tolkien epic, 
featuring interweaving tales of heroic deeds from the far reaches of the world. 
Legends tell of a powerful, soul-eating sword that was split into halves of good 
versus evil. The bright and holy side of this weapon was known was Soul Calibur; 


the dark monstrous half was called the Soul Edge. Possessing this mythical weapon 
gave the wielder a free pass to rule the world, so it’s no wonder every two-bit 
swordsman of the Renaissance wants a piece of this weapon. Below are eight souls 
who fight for homeland security and freedom, while occupying the opposite spread, 
are eight more souls damned to a life of being hideous and misunderstood. 


Warriors of Light 


Maxi 


Described as a “dandy of the South 
Seas,” Maxi was the freaky Bruce Lee 
meets Elvis hybrid with the nunchuks 
and cowboy boots in Soul Calibur. He 
returns for the sequel looking a little 
less fey, but still packing a slew of 
deadly, continuous nunchaku combos. 
Experienced players will find that, in 
balancing Maxi, Namco has also toned 
down his effectiveness. 





Hong Yunsung 


While it’s easily to dismiss him as an 
elaborate clone of Hwang from Soul 
Calibur, Yungsung is an original that 
needs to be approached with a 
different strategic mindset. Yungsung 
| combines his Chinese sword expertise 
| with kicks and Korean martial arts. 
| Even though advance players consider 
| him lower tier at best, Yungsung is a 
solid fighter that's easy to learn. 
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Kilik 


An underdog in Soul Calibur, Kilik has 
grown into a mature force in the 
sequel. Namco has expanded Kilik's 
predictable list of bo-stick techniques 
with a new stance, several new cancels 
(aborting moves mid-strike to fake out 
opponents), and two additional chain 
throws. With his foundation enhanced, 
idable character, adept at 
terrain control. 






Cassandra Alexandra 


Aside from the short sword and 
bulbous buckler, Cassandra is nothing 
like her older sister from Soul Calibur, 
Sophitia. Whereas Sophitia was a more 
deceptive fighter, using feigns and 
evasion to dominate her foes, 
Cassandra resorts to good ol’ ultra- 
violence. Like her sister, Cass is still 
plenty technical for advance players, 
but also mash-friendly for scrubs. 





Talim 


Small in stature but quick with her 
elbow blades, Talim plays like a typical 
nimble-style character on the surface. 
Spend any time with her in the ring, 
however, and it's obvious she's got 
more than just a chocolate tan. In 
addition to her three evasion moves, 
Talim also has attacks that link nicely 
into her "auto-evade" state, giving the 
player plenty of offensive opportunities. 





Chai Xianghua 


Like Taki, Xianghua remains, for the 
most part, unchanged from her sexy- 
ass self in Soul Calibur. If nothing else, 
Xianghua's added moves and stances 
locks her in as one of Soul Calibur Il's 
top-tiered characters, deadly in the 
hands of an expert. Many high-level 
players in arcades have already 
complained about Xianghua over- 
powered combos, and priorities. 











Taki 
Arguably the strongest character in 
Soul Calibur, the sequel has given Taki 
а bunch of new stances, attacks, 
movement abilities, and D-cups, while 
losing practically nothing in transition. 
These new gifts allow Taki to have an 
even more aggressive rushing game. To 
the chagrin of all the Taki-haters out 
there in Calibur-land, she is more 
powerful than ever before. 





Mitsurugi Heishiro 


A standard "Ken and Ryu" style 
character for the Soul Calibur series, 
Mitsurugi has, for better or worse, 
undergone some fairly major changes 
in the sequel. In exchange for two new 
and melodramatic stances (Half Moon 
Death and Full Moon Death), his Mist 
and Relic stances no longer cancel as 
quickly, stripping Mitsurugi of essential 
deception tools. Boo hoo! 








Warriors of Darkness 


| 

| Cervantes de Leon 
Most Soul Calibur players coming over 
from the Dreamcast will immediately 
sense a weaker Cervantes in Soul 

| Calibur Il. While first impressions аге 
that Mr. de Leon is more balanced and 
| tempered in the sequel, Cervantes-fans 
| have already exploited his brute 
strength and unique special attacks to 
dominate the arcade scene. Expect this 
salty dog to ruin many-a-friendships. 














Voldo 


Raphael Sorel 





XBN's cover boy and kinky Cirque du 
Soleil reject, Voldo, has received 
nothing but upgrades in Soul Calibur Il. 
In the original, his unorthodox fighting 
style and arsenal of gimp-like attacks 
marked him as a lower-tiered character 
by hardcore players. With a much 
stronger Mantis Crawl stance, Voldo 
ascends into the upper echelon as a 
fighter of choice for elite players. 














Yet another evil European character for 
the Calibur-family. As the master of the 
Sorel family, Raphael grew up with "the 
scheming of noble families as his 
lullaby, and the rapier as his playmate." 
Raphael's fencing style gives him a 
host of long range pokes to keep his 
distance from foes. With a higher 
learning curve and powerful reversals, 
Raphael is deadly in the right hands. 











Known around the XBN offices as a 
"God character," Charade replaces 
Soul Calibur's Inferno as the monstrous 
non-human whose fighting style and 
weapon changes randomly each round. 
Expert players use Charade to show off 
the fact that they can pretty much rule 
the game with any character in the 
game. Those who can stab him in the 
eye get 500 bonus points. 














Isabella “Ivy” Valentine 





Team Calibur wasn't kidding when they 
said Ivy was their favorite character. 
Hiroaki Yotoriyama, Soul Calibur's 
producer, tells us that Ivy is the single 
most improved character in the sequel 
(and perhaps one of the strongest in 
the game). The staff ran with the 
unique nature of her weapon, adding 
four stances and a ton of new moves. 








Yoshimitsu 
Due to subtle changes in his hit 
properties, Yoshimitsu has lost much of 
what made him so fearsome in Soul 
Calibur. But for each of his lost 
strengths, Yoshi has gained other 
considerable advantages. Those up for 
tackling his steep learning curve and 
creative style will be rewarded with one 
of the best characters in Soul Calibur Il. 

















Astaroth | 


Astaroth, whose heart is so full of love 
it's literally bursting from his chest, has 
this to say about his return in Soul 
Calibur Il: *Awwwoooggaahargh!" 
Which translates loosely to: "It's time to 
rock the ring with my thundering 
phallus!” Since ring-outs are now 
harder to land, Namco has improved 
Astaroth's overall throwing moves and 
and get-up attacks. 





Nightmare 

Let | 
Іп Soul Calibur, Nightmare's ideal game | 
was a fight that kept opponents at mid- 
range and pushed them for ring-outs. 
Unfortunately, with bigger, harder to 
ring-out stages, Nightmare isn't quite 
the same monster from the first game. 
Still, he's gained a new fourth stance, 
and several new attacks to help him 
deal with more mobile characters. 
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ON NEWSSTANDS EVERYWHERE! 


LORD OF THE RINGS: THE TWO TOWERS. XBN'S DEFINITIVE REVIEW 
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ARE YOU MISSING 
SOMETHING? 


Order these back issues to 
make sure that you have a 
complete reference library of 
the most valuable tricks, 





cheats, and codes for all the Xbox Nation Xbox Nation Xbox Nation Pocket Games 10 
#4 8 #2 Premiere Issue Fall/Winter 2002 
top games on your console. $12.00 $12.00 $12.00 $12.00 $12.00 $12.00 


HOW TO ORDER: Simply check off which 
magazines you want and send in the order 
form (photocopies accepted) along with a 
check made payable to Ziff Davis Media, 
for the amount indicated for each magazine 
plus shipping and handling—add $3 for 
U.S., $3 for Canada and 55 for foreign 
orders—in U.S. funds only for each 
magazine! Orders should be mailed to: 
Back Issues, 1411 Opus Place, Ste. 340, 











Pocket Games 9 Pocket Games 8 Pocket Games 7 Pocket Games Pocket Games Pocket Games 
Downers Grove, IL 60515. Price and ‘Summer 2002 Spring 2002 Fall/Winter 2001 ‘Summer 2001 Fall 2000 Summer 2000 
availability subject to change without notice. $12.00 51200 $1200 $12.00 $12.00 51200 


PlayStation 





Rayman 3: Hoodlum Havoc—Purple haziness? 


Being a single-format magazine, we at 
Xbox Nation find ourselves in the difficult 
situation of critiquing games which reside 
оп Xbox, while not blinding ourselves to the 
sphere of console gaming surrounding it, 
either. We will make a point to put each 
game in context of both its platform and 
videogames at large, whenever possible 
Our scale is a rigid one to 10; in an 
industry where the independent spirit is 
often kicked maliciously to the curb, and 
games are often prematurely rushed out 
the door in the name of quarterly earnings 
we believe it's an important time to be 
critical. And while the burden certainly 
weighs heavily upon our shoulders as 
reviewers, it is infinitely heavier on the con- 
sumers' backs. In this day of shallow profit 





margins, wallets speak volumes. Allow us 
to break it down for the folks in the cheap 
seats: One is video feces. Two is trash. 
Three is junk. Four is sub-par. Five is aver- 
age. Six is slightly above. Seven is very 
solid. Eight's a real gem. Nine is amazing. 
Ten is Halo. 

Our most important requirement is that 
a game bring something new to the table. 
And yet, while innovative forms of interac- 
tion come first, we don't scoff at 
technology so cutting edge it makes our 
noses bleed or gameplay that refines a pre- 
existing formula into something so supple it 
bleeds itself, either. Titles failing to distin- 
guish themselves in one of these crucial 
ways are—in our opinion—quite easily dis- 
missed, especially at 50 bucks a pop. 
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REVIEWING THE REVIEWS 


Equal parts Pong, Poke’mon, 

role-playing, and E! Entertain- 

ment Television, Dead or Alive: 
Xtreme Beach Volleyball is neither wildly 
original nor incredibly dynamic. The con- 
trols are loose, the tasks trivial, and the 
entire project little more than a primitive 
attempt to capitalize on the predomi- 
nantly male gaming audience. 

Volleyball's design does, however, 

expose the limitless potential of such a 
social approach to videogames. The 
game focuses on neither competition 
nor completion, but rather on experi- 
ence: "Fantasy Simulation," as Tecmo’s 
marketeers would ask you to please 
refer to it. The emotions involved are 


bizarrely non-aggressive; one’s attention 
is drawn not to the scoreboard or 
win/loss records, but rather to the visual 
goings-on: namely, beautiful CG girlies 
in thongs. The player is given control 
over the atmosphere: camera, music, 
scenery, and actors, along with their 
props and clothing. The rest is merely 
cheesecake, distraction, and the quest 
to unlock more bathing suits. 


Try playing Volleyball with a non- 


gamer; supremely accessible, it opens 
itself to an audience that can appreciate 
it on a very basic level. Can this kind of 
low-stress, aesthetics-centered experi- 
ence be taken beyond sex and soap 
opera? Yes. Next step: figuring out how. 


Smart Reviews 


DEAD OR ALIVE: XTREME BEACH VOLLEYBALL 





Seldom in the history of games has 855 
crack, volleyball, stuff buying, boobies, and 
bad pop music been so perfectly blended. 


Richie Ashburn stared up at 

the sky. Above him, the rafters 

of the poorly designed Polo 
Grounds threw shadows all over the 
place. Around him, the 1962 New York 
Mets were silently imploding; Jay Hook 
on the mound throwing meatballs and 
third baseman Felix Mantilla diving left 
for balls hit to the right of him and vice- 
versa. Ashburn would later quip he was 
the most valuable player on the worst 
team ever, but on this particular day the 
sun greeted him as a friend, and he 
wrapped himself in the wonder of it all. 

“I don't know what it is," he said, 
“put | know I've never seen it before.” 

Young Kasumi hops on platforms 
placed carefully along the pool's sur- 
face. Hopping is very big on Zack 
Island, a magical place where sense has 
yet to arrive, and will perhaps never dis- 
embark. A sharp tap on the Xbox 
controller's A button makes Kasumi leap 
as far as she'll go, a light touch ensures 
she'll only canter a short distance. Skip- 
ping successfully across the pool is the 
perfect impetus for an extended and 
celebratory stretch in the sun and wins 
Zack dollars—just the thing for buying 
stuff—thus ensuring that the terrorists 
do not win the day. There seems to be 
no earthly reason why a woman would 
spend time hopping across a pool and 
then posing, and the entire thing seems 
staged for some unseen audience. 

In Zack bucks we trust: Stores push 
bathing suits, colorful volleyballs, nail 
polish, guns, cookbooks. A prototype 
Xbox will cement a perfect friendship, 
but only if it's given to the wrestler- 
turned-beach-bunny Tina. Tina's 
hobbies are cycling and videogames. 
She likes the color blue. 

Listen to the band. "If it don't fit, 
don't wear it," seems to be the prevail- 
ing philosophy, but the lesser codicil, 
"Can you move it like this? / can shake it 
like that!" also holds sway. As the morn- 
ing gives way to daytime and then to 
night, music moves the world. And all of 
it, like bubblegum, is easily swallowed 
but digested with great difficulty. 

The fabric of these women's lives is 
as shiny as it is skimpy. Two weeks on 
the island will tan even the swarthiest 
female brawler and the sun never stops 
shining in Paradise. Nothing, save for a 
partner leaving because she hasn't 
been bought enough presents, can put 
a dent in the xtreme volleyball matches 
that spring up on the beaches, in the 





Strange but true: All the female characters in Dead or Alive Xtreme Beach Volleyball, regardless of 
their origin, speak Japanese. Oh, and they also have exaggerated breasts. 


jungle, on Bass Island. The application 
of force can send a volleyball hurtling at 
such speeds it can knock an opponent 
off her feet, and onto her tightly pack- 
aged buttocks. Winning enables the 
grand cycle of earn, earn, earn, buy, 
buy, buy to continue. 

At night, an electronic Sin City beck- 
ons. Money won at the roulette wheel, 
blackjack table, or what-have-you 
means more swimsuits, more presents, 
more junk in the proverbial trunk. 
Dressing the dolls up doesn't come 
cheaply, in terms of time spent or cash 
doled out. You can have anything you 


want, but you better not take it from me. 

Sound and fury, and it's over in 14 
simulated days of flesh and jiggle. In the 
end, Zack (owner of Zack Island) sees 
his property sink in a fiery blaze, and 
then gets eaten by a shark. 

It's Dead or Alive: Xtreme Beach 
Volleyball. 

We don’t know what it is, but we 
know we've never seen it before. 


out of Ten 





ሸራ. 


ProTip: Accept this young woman's apology 
with grace and dignity. She's video hot! 


TIE 7649 
місе Point o 
455757 


jop! 





As the coconut cam was out of action, the game had to switch to sandcrab view to capture Dead 
or Alive Fighter Kasumi in a mid-afternoon stretch. Sniff. This is the happiest day of our lives! 
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Dev: Tecmo 
Pub: Tecmo 
Players: 1-2 
Beach: Boobery 
Origin: Japan 





In a world where professional 
wrestling (read: sweaty, spandex-clad 
stuntmen hitting each other with 
metal chairs) is “sports entertain- 
ment,” and monkeys at typewriters 
are “game journalists,” it’s not hard to 
see where the folks at Tecmo get off 
calling their jiggle sim Dead or Alive: 
Xtreme Beach Volleyball a “fantasy 
sports simulation.” It’s euphmatastic, 
baby! 
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INDIANA JONES ЯПО THE EMPEROR'S TOMB 





Here, a young, well-preserved Harrison Ford, future President of the United States, looks at the 


player with much determination and resolve. 





Those who remember the Indiana 
Jones movies may also recall that 
Indy does carry a revolver, and has 
shot some bad guys in his lifetime. So 
what's a few Nazis and Turkish 
swordsmen killed in the name of 
adventure? No big deal, right? In 
Emperor's Tomb, however, players 
can expect the body count average to 
at least triple what they were on the 
silver screen as Jones shoots, stabs, 
and grenades his way to cold-blood- 
ed victory. 





During the dark days of mul- 

lets, Reaganomics, and the 

Cold War, back before 
videogames had achieved a near-photo- 
graphic semblance to reality, folks relied 
on Hollywood and cocaine for their big- 
budget, high-octane escapades. One 
getaway fueling adolescent fantasies for 
years to come was Indiana Jones’ first 
movie, Raiders of the Lost Ark. 

With its hectic pacing, pulp-novel 
premise, and exotic locales, Raiders 
inadvertently served as a blueprint for the 
perfect action-adventure game, even 
while games were still in their blocky, 
pixellated infancy. While the point-and- 
click adventure titles were certainly 
classics in their own right, it has taken 20 
years for a game to catch up to the 
action-packed onscreen antics of our 
hapless, wise-cracking archaeologist. We 
can say confidently that Indiana Jones 
and the Emperor's Tomb is the best Indy 
console game yet; sadly, however, not 
even the best Indy console game neces- 
sarily makes for a great Xbox title. 

Just like in the movies, Emperor 
opens with Dr. Jones on a seemingly 
unrelated expedition through the ancient 
ruins of Ceylon. Here, players are intro- 
duced to the various control mechanics 
they use throughout the game. 
Fundamentals such as swinging across 
chasms with a whip; picking up chairs, 
shovels, and empty bottles as weapons; 
pulling switches to open doors; and 





Indy attempts to recover the missing remains 
of Andre the Giant. 


punching and/or shooting enemies in the 
neck—are all-important skills that would- 
be archaeologists learn in the first hours 
spent with Emperor. After Ceylon, the 
game picks up in earnest. The Nazis are 
excavating an ancient Chinese artifact 
with the power to enslave mankind. A 
father-and-daughter team hires Indy 

to track it down and stop the Nazis 
before it’s too late. End cut-scene, begin 
adventure. 

The enjoyable parts of Emperor are 
easy to spot. A fun, intuitive fighting sys- 
tem translates into combat that never 
grows old, even as players are stacked 
against ever-growing odds. Thanks to 
the abundance of objects strewn about a 
level (most of which can be picked up 
and used as weapons), the fighting sys- 
tem takes on a creative dynamic not 





Indiana “Crouching Tiger” Jones takes to the 
moonlit rooftops of scenic Xianyang, China. 


seen in recent brawlers, much less 
adventure games. Detailed textures and 
models also mean that Indy, his enemies, 
and the environments all look vibrant, 
lifelike, and exotic in scope. 

Still, with the best bits tied strictly to 
its fighting portions, Emperor often lacks 
pacing and general consistency. Com- 
bat doesn't happen nearly as often as it 
should, and players are constantly forced 
to discover the one linear path to the 
next area amid level designs defying 
common logic. With a few exceptions, 
most of the game's tedious puzzles are 
simply unworthy of the Jones brand. 





While it’s not ће most polished Xbox 
adventure out there, fans of Jones will 
feel a strange compulsion to finish the 
game, even as they slam controllers and 
cuss under their breath. Like Electronic 
Arts’ recent Lord of the Rings endeavor, 
Emperor is one of those titles in which 
pop context is inseparable from mere 
game content, and license and character 
likeness elevates a generic action 
adventure to higher, more compelling lev- 
els. What the developers of Emperor 
lacked in finesse and fine tuning, they 
made up for with an undeniable love for 
the subject matter that's visibly tangible 
in how Jones looks, moves, and, ulti- 
mately, plays. 


out of Ten 
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Dev: The Collective 

Pub: LucasArts 

Players: 1 

Short: Round 

Origin: Newport Beach, CA 





To the chagrin of Little Jackie Paper, Puff no longer frolicked in the autumn mist in a land called 


Honah Lee. 





Amid much speculation and fan-ticipation, George Lucas recently 
confirmed the story for the fourth Indiana Jones movie is done, and 
filming with director Steven Spielberg will begin as soon as summer 
2003 to meet an optimistic 2004 release. While Lucas and screen- 
writer Frank Darabont (Shawshank Redemption, The Green Mile) are 
currently keeping plot and location info airtight, we have picked up 
on a few scant details. For one, Spielberg is working with writers on 
ways to squeeze in familiar faces from previous /ndy flicks. These 
cameos include Sean Connery as Indiana Jones’ father, Kate 
Capshaw as prissy club singer Willie Scott, and Karen Allen as the 
sexy-yet-badass Marion Ravenwood. As happy as we are about the 
prospect of a new Indiana Jones adventure on the big screen, we 
can’t help but wonder how these actors have fared over the years. 
For more Indy-related news, interviews, and fan art (see Trevor 
Grove's painting, left), head over to www.theraider.net. 
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TAO FENG: FIST OF THE LOTUS 





Until it was properly explained to her, Jade Dragon was the world’s worst arms dealer. Post Tao 
Feng, she'll be appearing nightly at Big Al's Pleasure Emporium at 11:08, 11:22, 11:36, and 11:50. 





Because of his fatalist attitude and 
name, The Fatalist has been adopted 
by the Xbox Nation staff as its de 
facto mascot. Why is The Fatalist 
fighting, you ask? Who knows? He’s 
doomed anyway! What is he after? 
Who cares? He's not going to win! We 
suspect the designers intended to 
name the character “The Fatalizer,” 
but instead opted to go to lunch, and 
malicious little pixies coded in “The 
Fatalist.” 





The project of Mortal Kombat 

co-creator John Tobias and 

his own Studio Gigante, Tao 
Feng: Fist of the Lotus is a mishmash of 
heavy-handed clichés and unrefined 
game engines, failing to either push 
things forward or refine what is already 
in place. As the third of Microsoft’s most 
recent attempts to stake its claim in the 
notoriously intimidating fighting genre 
(see Kakuto Chojin and Kung Fu Chaos 
for failed attempts one and two, respec- 
tively), Tao Feng serves as the Xbox 
equivalent of a third Olsen twin. 

Studio Gigante's attempts to enrich 
the genre are certainly commendable 
but, sadly, horribly executed. The main 
thrust—and the essential hook Microsoft 
has spotlighted in presenting the game 
to both press and consumer—is the 
interaction between character and envi- 
ronment. Combatants can be tossed, 
slapped, kicked, or otherwise pummeled 
into any nearby wall and/or object, 
inflicting the appropriate amount of 
damage upon both object and body. 
Limbs can also get damaged due to 
repeated thrashings, rendering the par- 
ticular arm or leg weaker and less 
capable of attack. 





You know you've had a bad day when even your mustache is bleeding. Later, Bloody Joe would 
attribute his severe injuries to fighting at night with sunglasses on. 


Additionally, players have the ability 
to catapult themselves off of nearby 
walls, poles, or statues, hurling their 
bodies into one another like WWE 
wrestlers. Unfortunately, the packaging 
and presentation of these techniques— 
combined with the decidedly arcane 
fighting dynamics—render the entire 
experience entirely mundane. Tao Feng 
attempts to progress without the funda- 
mentals upon which to build, essentially 
rendering the interactive environments 
gimmicky at best. 

Nothing short of aesthetically bereft, 
the game provides neither the awe- 
inspiring spectacle nor the refined 
elegance of its combative Japanese 
counterparts. Trite and laughably 
clichéd in screenshots, the game simply 
falls apart in motion; choppy move- 
ments, crude animation, and collision 
detection circa 1984. 


The mythology in which Studio 
Gigante has steeped its game rests 
somewhere between arbitrary and 
laughable, with ancient Chinese 
proverbs (“Тһе heavens shine upon my 
every graceful step.”) and modern-day 
American colloquialisms (“Bring it on, 
baby!”) clashing like pink polka-dotted 
swami jackets and neon-green zebra 
print scarves. Characters such as Jade 
Dragon, Fiery Phoenix, and Xbox Nation 
favorite The Fatalist help redefine the 
word generic, while the ho-hum sets of 
moves and “chi attacks” provide little 
consolation for those optimists expect- 
ing the unexpected. 

Fights often break down into clumsy 
back-and-forth slugfests, light on the 
nuance and heavy on the bloodletting. 
This system owes much to the game’s 
inexplicably wide combo window, 
whereby a combatant will often be 


stunned (and thus rendered useless for 
several long seconds) before being 
afforded the freedom to block/dodge 
the next strike. It’s clumsy game design 

Stepping back, it’s all too clear that 
Tao Feng represents yet another colos- 
sal misstep in Microsoft’s first-party 
lineup. Not only does the game lack in 
both artistic and interactive credibility, 
but oftentimes manages to unintention- 
ally parody itself in the process. The 
experience falls far short of the Zen-like, 
transcendental state fighting games 
strive towards; rather, as one editor 50 
fittingly summed up Тао Feng's prevail- 
ing sensation, “Playing this game makes 
me feel like I'm stoned 


out of Ten 


The Fatalist, dangerously low on both health and self-confidence, decides to break into a song- 
and-dance routine titled My Groin Burns for Your Lovin’. 
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Dev: Studio Gigante 
Pub: Microsoft 
Players: 1- 2 

No: Feng You 
Origin: Chicago, IL 






In a new low for both videogame 
packaging and art in general, Tao 
Feng's box is adorned with the above 
image. Xbox Nation has thoroughly 
considered the matter, and has come 
to the conclusion that cover images 
of either an aborted fetus or Adolf 
Hitler's dilated sphincter would be 
significantly more tasteful 
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RAYMAN 3: 





Things got really bad for Hunter S. Thompson after a handful of the blue pills, a cupful of 
sulfuric acid, and a fridge full of Jell-o Puddin' Pops. Remember, kids, drugs = crazy eyes! 





Hope you enjoy surfing down a psy- 
chedelic tunnel on beams of light 
while really, really bad disco plays in 
the background, because this is how 
the inter-dimensional space transport- 
ing you from one area to the next is 
navigated. Fall off and you start over. 
It's not all that difficult to do, really, 
but it's repetitive and sorta dull. After 
the first couple of times, you have to 
wonder what cruel god would make 
you do this over and over again? 





It's been said before, it's still 

true, and it bears repeating: 

French game designers have 
style to burn, but rarely seem to man- 
age enough substance to go with it. Put 
simply, Rayman 3: Hoodlum Havoc is in 
no danger of breaking that long, 
time-honored tradition. 

Much like its gameplay, Havoc's 
backstory somehow manages to be 
both simple and pointlessly convoluted 
at the same time. The land Rayman 
inhabits is beset by the black Lums, 
who corrupt all the good red Lums and 
change them into evil creatures (the 
"hood-lums" of the title). In their initial 
scuffle with the Dark Lum Lord, 
Rayman's buddy Globox manages to 
accidentally swallow an evil critter, so 
Rayman embarks on a quest to both 
free the land of the black Lum menace 
and also heal his big dumb buddy. 

Rayman 3 isn't lacking in production 
value; it looks absolutely gorgeous. 
Also, the voice cast is headed by such 
professionals as Billy West (Futurama) 
and John Leguizamo (Spawn) with 
slightly less success (see sidebar). The 
cartoon environments are convincingly 
alive with detail, huge and dense, and 


HOODLUM HAVOC 





Hello, my name is Rayman, and | am an alcoholic. | also have no limbs. And | pal around with a guy 
named "Globox." Also, | think my nose is too big. I'm going to bed now. 


the whole thing has a visual gloss and 
polish that makes you want to keep 
going just to see what odd (yet strange- 
ly pretty beautiful) thing the game is 
going to throw at you next. 
Unfortunately, gameplay is both 
complicated and dull. Rayman can pick 
up a number of power-ups, from spiked 
gloves conferring a super punch to a 
kind of helicopter helmet, and others 
that both help him fight enemies and 
traverse the environments. And yet, 
rather than reward clever uses of these 
powers, it's usually painfully straightfor- 
ward what needs to be done in order to 
proceed. Typically, Rayman grabs the 
(timed) power-up, and whatever he 
needs to act on is right in front of him. 
On the other hand, there are dozens 
of gems and bonus items scattered 
around the often convoluted levels. 
These goodies have to be collected to 


unlock secret bonuses, requiring players 
to spend ridiculous amounts of time 
scouring every obscure (if beautiful) 
nook and cranny. 

A criticism leveled at the Rayman 
series is that the bosses are often too 
difficult to defeat. Well, the designers 
have listened. Sort of. In Rayman 3, 
instead of tough bosses, there are 
tedious ones. It usually takes about a 
minute or less to figure out a boss’ 
weak spot, or The One Trick That Will 
Defeat It, then it's necessary to repeat 
that same trick, over and over. Yawn. 

The game's biggest problems stem 
from its poorly thought-out camera, 
which spins and careens all over with 
nausea-inducing regularity. Now, it's 
worth noting here that many of the rank- 
and-file hoodlums actually display fairly 
intelligent behavior—flanking around, 
taking cover, running away, etc. 


Normally, this would be a plus, but in 


combat against multiple opponents, the 


combination of dizzying camera and 
smarter-than-average enemies often 
results in Rayman targeting and locking 
onto harmless objects rather than the 
hoodlums shooting at him, then turning 
frantically in place trying to figure out 
where they've all moved to. 

Rayman 3 does feature gorgeous 
scenery laden with trippy color 
schemes, fairly snappy controls, a few 
good ideas as well as genuine laughs 
here and there. The trouble is, these 
bright spots don't really offset the 
repetitive, frustrating, and sometimes 
just plain dull parts. The hoodlums win. 


out of Ten 


Rayman, eternally frustrated by his lack of a one particularly vital organ, decides to escape to “а 
happy place." 


Smart Reviews 


Dev: Ubi Soft 

Pub: Ubi Soft 
Players: 1 
Limbless: Hopeless 
Origin: France 









Somehow, despite the obvious 
expense and trouble involved in hiring 
big-name talent, several of the 
voiceovers in the game are almost 
worse than if they'd just pulled some- 
one off the street. The Dark Lum Lord, 
in particular, is positively fingernails- 
on-a-blackboard grating—certainly a 
deliberate choice for the character, 
but it's still too unpleasant to enjoy on 
any level. Globox is too clichéd a buf- 
foon for even John Leguizamo to 
make interesting, and strangely, Billy 
West voices Rayman as simply an 
earnest hero, without a shred of irony 
or irreverence. Oy... 
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НОПО FU CHAOS 


Dev: Just Add Monsters 
Pub: Microsoft 

Players: 1-4 

Kung: Phooey 

Origin: Cambridge, UK 


Kung Fu Chaos lets players fight on themed 
stages parodying Titanic and Jurassic Park, 
among others. 





Those kicks were fast as lightning. In 
fact, it was a little bit frightening, but 
they fought with expert timing. There 
were funky Chinamen from funky 
Chinatown. They were chopping back 
up, they were chopping them down. It’s 
an ancient Chinese art, and everybody 
knew their part. From a faint into a slip, 
then I’m kickin’ from the hip. 








Existing on roughly the same 
intellectual plane as stewed 


cabbage, Kung Fu Chaos is, as 


per its own promotion, “A funny and 
broadly appealing brawler game, 
inspired by the '70s kung fu movie era." 

Needless to say, both of these claims 
are highly debatable. 

*A rewarding and humorous fighting 
experience for first-time players and 
non-fighting gamers alike,” Chaos’ play 
mechanics are simple and fairly respon- 
sive. The combos are straight tap-tap- 
hold button routines, and the means by 
which to dispatch your enemies are con- 
siderably varied. Button-mashers will 
rejoice, fighting-game aficionados will 
wince: Chaos does little to further the 
paradigm established by Dreamcast's 
Power Stone nearly four years ago. 

As part of the game's fundamental 
hook, levels in the single-player mode 
are comprised of sets for director Shao 
Ting's upcoming kung-fu flick. Ranging 
from princess-hurling minigames set 
atop bamboo platforms to side-scrolling 
battles across a rapidly sinking Titanic, 
the best of these levels are notable 
achievements, offering an impressive 
degree of dynamic interaction and a 
constant stream of eye-candy. 
Multiplayer battles, the game's raison 
d'etre, provide the expected dose of 
manic mayhem, and are well-suited for 
playing while under the influence of 
various chemicals. 

Making generous use of the Xbox 





Here, two ninja reenact the thrilling wreck of the Edmund Fitzgerald. Fun Fact: The song Wreck ог 
the Edmund Fitzgerald features the worst lyric ever, "As big ships go, it was bigger than most." 


hardware's onboard effects, Chaos 
maintains an impressively crisp, buoyant 
visual presentation while maintaining a 
locked 60fps. The use of various filters to 
simulate ravaged '70s film stock and 
three-dimensional depth-of-field are par- 





Write your own Xbox Nation caption! Here, we're thinking about a Jaws reference: "We're going to 
need a bigger boat," said the monkey to the ninja, or the more literary, "Give way!" cried Ahab. 


ticularly striking. 

Aside from the technical wizardry, 
however, there is little remarkable about 
Chaos. It ultimately stumbles in both its 
visual and interactive artistry. This is an 
"action game" in the same way xXx was 
an "action movie," and brains must be 
turned to the "off" position before play- 
ing. It provides a momentarily satisfying, 
yet painfully disposable experience. 

While the concept of mimicking old 
chop-socky films is itself a fairly compe- 
tent idea, the execution here is embar- 
rassingly ill-conceived. The ongoing 
"Engrish" commentary from director Ting 
is unfunny and, for some bizarre reason, 
Seems to have been voice-acted by a 
white guy who does poor Asian impres- 
sions. A certain lack of wit and 
sophistication makes the game an easy 
target for "Representations of Race" 
media studies classes for years to come. 
It's not that it's inherently a racist game; 
rather, it simply wields its satire with 
such a lack of grace and humor that it's 
difficult to rally behind the attempt. 


out of Ten 
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Above: These cars were designed by the best 
of the best in Europe. The best of the best of 
what, we're not sure. 





Don't get too excited over the oppor- 
tunity to build custom cars in Apex. 
Players don't actually get to design 
their racing machines. Rather, they 
get to choose from three sets of blue- 
prints (vehicles that were apparently 
designed by some of the top talent in 
Europe...whatever that means), and 
the company manufactures a car. 








For some, playing racing 

games without real car licens- 

es is a bit like wearing a Rolix 
watch with your Calvin Kleen taper- 
legs; it looks just like the real thing but, 
imagined or not, something feels 
incredibly cheap at the core. It doesn't 
matter how good the racer is; without 
licensed vehicles, the game stalls at 
the starting line. 

Luckily Milestone, the developer of 
Apex, understood this. While players 
build their businesses up from filthy, 
abandoned garages to a multi-car 
operations, they'll be taking their latest 
and greatest creations to the track and 
competing against the likes of Ford 
and Toyota. The inclusion of actual 
auto manufacturers adds a sense of 
realism that keeps the game exciting 
for car nuts, without losing the custom 
design aspects other gamers will 
appreciate. 

Essentially, that's the hook in Apex. 
Players don't actually drive said 
licensed cars, they build their own (or, 
rather, hire employees to build the cars 
for them). So instead of earning cash 
to buy new rides, performance on the 
track affects sales of cars under the 
player's label, making more cash for 
the company, which allows them to 
build even newer cars. But don't start 
thinking Apex is some kind of "Car- 
PG”; designing vehicles and managing 
the company is a very small part of 
what is a pure driving game at heart. 


Unfortunately, Ronald was uninjured. 


Most of the player's time will be spent 
out on the track, proving their skills in 
an enormous collection of races and 
challenges. 

The control in Apex is fast, respon- 
sive, and nearly perfect. The game 





Even though they're paid well, your assembly-line employees don't take too much pride in their 
work. Only the slightest tap will knock bumpers and fenders loose. 
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Dev: Milestone 
Pub: Atari 

Players: 1-2 

The Nadir: of Apex 
Origin: Milan, Italy 





The rush for the McDonald's Drive-Thru got ugly when the new dollar menu was announced. 


features cars and track designs that 
are wide open enough for high speeds, 
yet twisty enough to test the player's 
skills. Apex doesn't bog down with too 
many setup options either; basically it 
comes down to choosing a specific car 
for a specific race, and then it's time 
for some hardcore internal combustion. 

The only real snag comes when 
there's a collision on the track. For 
some reason, momentum of the com- 
puter-controlled cars take precedence 
when they run into players, meaning 
that shoving matches with the CPU 
always end tragically for the player. It's 
not impossible to compensate for, but 
it does suck when it's a tight fight for 
the finish and the player gets punted 
off the track at the last second. 

This one gripe aside, Apex is a great 
racing game. The graphics are lush, 
the sense of speed is breathtaking, 
and the overall concept and theme is 
unique enough to make this a stand- 
out racer among the growing crowd of 
Xbox contenders. 


out of Ten 
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WORLD SERIES BASEBALL 2H3 








bec 


Word to the wise, Ken Griffey Jr.: It's not such 
а good idea to slide into second base when 
you're 3.5 miles away. 





Although the real Padres stink, any- 
one with even the slightest dose of 
Juan Eichelberger Fever will love 
Baseball's uniform options, offering 
some past duds for each team. 
Nothing's cooler than San Diego's 
garish '78 and '84 orange-brown- 
yellow uniforms, clearly inspiring the 
American institution Taco Bell. 





For some reason, this year's 

Xbox baseball games are 

remarkably similar to one 
another. It's like asking Yanni, Kenny G, 
and John Tesh to stand side by side, 
then pinpointing their differences. (Note: 
The stunt described here is dangerous 
and should not be tried at home.) 

Across the board, the stadiums are 
realistic looking, the rosters are to-the- 
last-second updated, the batting 
stances are accurate, and the playing 
options are extensive. Hence, a game's 
rating as decent versus good versus 
great versus ass-kicking comes down 
to the slightest of details. 

Enter: World Series Baseball 2K3. 

Once upon a time, detailed was the 
way Mom color coded my underwear. 
Detailed was me organizing my Hall and 
Oates record collection by John Oates" 
mustache lengths. Both have been put 
to shame. 

In World Series, when Dodgers right 
fielder Shawn Green steps to the plate 
at Dodger Stadium for a late-afternoon 
game, а shadow crosses his body, and 
moves—moves!—along with various 
herks and jerks. When Yankees second 
baseman Alfonso Soriano, a toothpick 
of aman, puts on his team’s baggy old- 
school uniforms (vintage 1907), there 
are enough wrinkles to fill Julia Roberts’ 
forehead. At night, a beautiful full moon 
hovers above the right-field wall at 
Yankee Stadium, and | would swear that 
it is the exact sight I’ve witnessed in 


Dev: Blue Shift 

Pub: Sega 

Players: 1-2 

Serious: Baseball 
Origin: San Rafael, CA 





Stan “The Man” Musial was not only a talented Hall of Fame baseball player, but he was also 


person no fewer than 100 times. 

In my six years covering baseball, 
Гуе had the fortune (and sometimes 
misfortune) of attending hundreds upon 
hundreds of major-league games, and 
honestly—90 percent of the time—the 





Boston Red Sox pitcher Pedro Martinez has been throwing junk to the Angels (as shown by the 
handy pitching location box on the lower right), and paid the price. Martinez rarely gives four runs. 


famous for his harmonica-playing ability. He also once homered five times in one double-header. 


World Series contests are infinitely more 
engrossing. From the press box of most 
(real) stadiums, you feel very little of the 
sport's textures. Here, it’s blatant. When 
the San Francisco Giants play a road 
game in World Series, shortstop Rich 
Aurilia is inevitably heckled with a rude 
“Go back to Brooklyn, Richie!” Indeed, 
Aurilia is a proud member of the 
Xaverian High School class of '89, 
straight outta Brooklyn. Score one for 
research. Perhaps the best thing about 
World Series Baseball is that—as 
opposed to its rivals—it feels like you're 
watching the game on TV. One of World 
Series Baseball's partners is ESPN, and 
everything is presented as if you were 
kicking back on the couch with a bag of 
chips, not a joystick. 

Last year, | called World Series 
Baseball the Mona Lisa of video base- 
ball. This time around, it's even better. 
World Series Baseball 2K3 is the Oates 
of video baseball—mustache lengths be 
damned. How can you beat that? 
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HIGH HEAT MLB 2004 





ET. 


Sadly, no interesting events happened during 
the writing of this caption, so its entertainment 
value, much like that of soup, is low. 





In his upcoming autobiography, 
Yankees starter David Wells refers to 
me as a "Kotex." Hence, | wasn't too 
upset to find that someone at 3DO 
hates the hefty New Yorker. Five 
times, | started Wells, and five times 
he was battered around. Who’s the 
Kotex now, big boy? 





Dave Fleming is alive. 

Remember Dave? Won 17 

games for Seattle in 1993. 
Hurt his shoulder. Disappeared from 
the Earth. Fleming was my neighbor 
growing up in Mahopac, NY, the hero 
of a small, miserable town in search of 
something to cheer for. When he left 
the majors in 1996, we felt as if our last 
great hope had died. We were wrong. 

Thanks to 3DO's ambitious High 
Heat MLB 2004, Fleming is back, 
wearing good о!” No. 35, again throw- 
ing high-precision darts for the 
Mariners. That's the best thing about 
this flawed-yet-enjoyable videogame— 
the ability to re-create players to a 
height-weight-uniform number-ability 
tee and insert them into the modern 
world. With a few pushes of the but- 
tons, Fleming became a permanent 
part of my team. As did Ty Cobb, 
Ruppert Jones, Joaquin Andujar, and 
Eddie Gaedel. An eclectic collection, 
yes. But a fun one, too. 

High Heat supplies fantastic, іп- 
your-mug graphics, and the details 
rival a Stephen Hawking text. Raul 
Mondesi has a one-too-many-baskets- 
of-KFC gut. Rickey Henderson squats 
at the plate. Unlike the crud-a-ronic 
All-Star Baseball 2004, where every 
player is Barry Bonds, here, the major 
league’s weakest performers genuinely 
stink. With a lineup featuring Jason 
Giambi, Mike Piazza, and Bernie 
Williams, one will crush home run after 


Well Mr. Burns had done it/ The Power Plant had won it/ With Roger Clemens clucking all the while/ 
Mike Scioscia's sad affliction made us smile/ While Wade Boggs lay unconscious on the bathroom tile 


Smart Reviews 


Dev: 300 

Pub: 3D0 

Players: 1-4 

MLB: Not RLH 

Origin: Redwood City, CA 





The Xbox Nation staff is split on the issue of baseball's origin. Eighty-two percent of the staff 


home run. With a lineup of Rey 
Ordonez and Chris Gomez, one will 
disintegrate into Emmanuel Lewis. 

It’s clear that the good people who 
made this game are baseball enthusi- 
asts, and that's important. In a 





members believe in an evolutionary origin; the other 18 percent believe it was the work of aliens. 


meaningless mid-season Tigers-Twins 
clash at Minnesota's dingy Metrodome, 
there were more empty seats than 
fans. As one of the unfortunate few 
who has actually attended meaningless 
mid-season Tigers-Twins clashes, | can 
confirm High Heat's accuracy. The 
Metrodome is the Dead Zone. 

The complaints here are small, with 
one HUGE exception. Although home 
runs clearly sell tickets these days, the 
dazzling video baseball games are all 
about pitching. There's just something 
wonderful in controlling, say, Barry Zito 
and purposefully dropping an off-the- 
meathook curveball into the hitter's 
grill. With High Heat, that doesn't hap- 
pen. While a player can select from a 
wide array of pitches, he/she does not 
have precise, joystick-guided power 
over where the ball winds up. Hence, 
pitching becomes way too observatory 
and—consequently—sorta dull. But, in 
the words of author Stanley Herz, 
"Don't whine when the spaghetti is 
well-cooked." High Heat cooks. 


out of Ten 
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MVP BASEBALL 


For those unfamiliar with the New 

York Mets, the team’s first base- 
man is named Mo Vaughn. And he [5 
big. Very big. 

Actually, not just big. Vaughn is Star 
Jones and Louie Anderson rolled into 
опе. It would be easy to make fun of 
Vaughn's girth, so, ahem, we will. 
Vaughn is so fat, he ate the Big Apple. 
Vaughn is so fat, he thought Mike 
Piazza was a style of deep dish. Vaughn 
is so fat, Shea Stadium had to triple the 
size of its batter's box for his left leg. 

You get the idea. 

Oddly, EA Sports didn't. Although its 
new product, MVP Baseball 2003, is 
MÀ] breathtakingly good when it comes to 

ፍር. “ S stadium detail, batting stances, facial 
expressions and the like, the game 
lacks an essential bit of realism that 
keeps it from elite status. 

Despite the fact that Vaughn is a 6- 
feet, 1-inch, 290-pound bundle of 
immobility, in MVP Baseball 2003 he is 
as adept a center fielder as Torii Hunter 
апа Andruw Jones, baseball's two stan- 
dard bearers at the position. Were the 
real Vaughn to play, say, 150 games in 
center for the Mets, his team—and this 





Just for fun, we thought we'd add anoth- 
er Mo Vaughn fat joke. Mo is so fat, he ate 
the "E" off his first name. Delightful! 
(PS-We love Mo Vaughn.) 


RLL-STRR BASEBALL 2004 


Give Acclaim credit. One year 

after releasing the crappy All-Star 
Baseball 2003, the company has come 
back strong with an even crappier All- 
Star Baseball 2004. 

This was hard to do. All-Star Baseball 
2003 stunk like an egg-and-tuna sand- 
wich on a 120-degree day, but that was 
nothing, kids. This year's game has the 
same Grade-D graphics, the same 
Grade-D control, and the same Grade-D 
realism. Plus, there's a wacky new fea- 
ture unveiled only after trying to nail 
Arizona's Erubiel Durazo in the head with 
a fastball. As any cranium-crushed ath- 
lete would surely do, Durazo charges the 
mound, bull-rushing Braves pitcher Mike 
Hampton. While we anxiously prepared 
for what was sure to be a blood-engulf- 
ing free-for-all—POOF!—Durazo 
disappeared. Literally. He vanished from 
the screen, like Bobby Brady from the 
magician's box. The fight was over. 

Clearly, Acclaim thought it wise 
(read: profitable) to release a baseball 
game ASAP, quality and glitches be 
damned. So what if the players are 
expressionless bips with minimal defin- 
ing qualities? So what if Derek Jeter's 


ок 
тәм Scoto 15 





ProTip: If you hit more than .250, be sure 
to demand a multiyear, multimillion-dollar 
contract. And whine if you don't get it. 


is no exaggeration—would go 0-150, 
and the man would almost certainly die 
of respiratory failure. 

Yet here in MVP Baseball 2003, 
Vaughn is superb. In a game against the 
Yankees, he charged in to make a sen- 
sational shoestring catch, then 
uncorked a bullet to nail a runner tag- 


"tips" are as helpful as a 90-year-old 
amputee at a tractor pull? So what if 
Texas pitcher John Thompson—the ulti- 
mate real-life journeyman—reminds one 
of a modern-day Cy Young? 

The best thing about All-Star Baseball 
2004 is The Natural theme music, which 
sort of gets one all hot and heavy to play 


Dev: EA Sports 
Pub: EA Canada 
Players : 1-2 


MVP: 4U&Me 
Origin: Redwood City, 
с 





ging up from third. Incredible? Yes. 
Breathtaking? Yes. Ludicrous? 
Ummm...yes. 


out of Ten 


Dev : Acclaim Doubleday: Dead! 
Pub : Acclaim Origin: Salt Lake City, 
Players : 1-2 UT 





DOO VS 





а butt-kicking, no-holds-barred 
videogame. Where's a Pac-Man 
machine when we need one? 


out of Ten 
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muRRHUmO: RENEGADE MECH PURSUIT 


Dev: From Software Mech: Me a sandwich! 
Pub : Ubi Soft Origin: Japan 
Players : 1 





Ге oven been properly tested yet! 


E Word to the wise: Test your renegade 
mechs before using. 








Murakumo hearkens back to а 
time when opening movies for 
games promised thrilling feats that sim- 
ply couldn't be accomplished in-game, 
whether it was due to technological lim- 
itations or just lack of sheer eye candy. 

Perhaps if Murakumo didn't open 
with one of the most kick-ass, lightning- 
fast, contrail-filled mech pursuits ever 
seen in a videogame FMV, expectations 
wouldn't have been so high. Whereas 
the tank-sized robots in the opening 
trailer look agile and responsive, those 
in the actual game are sluggish, clumsy, 
and hard as hell to control. The game 
revolves around chasing down rene- 
gade mechs threatening to self-destruct 
once they've run their courses (or when 
the invisible timer reaches zero), so 
staying on their tails is the player's sin- 
gle most important task, and 
Murakumo's unwieldy controls do not 
help the cause. 

Strangely, the game isn't exceedingly 
hard. Since enemies always follow a set 
path through the level, patience and 
perseverance allows players to memo- 
rize the target's every move, making 
Murakumo yet another exercise of trial 














and error on Xbox. It walks a fine line 
between boring and frustrating. 
Although the game's controls remain 
its biggest hurdle, Murakumo does have 
its moments, mostly due to its graphics. 
Huge cityscapes dominate the view for 
as far as the eye can see, and when 
missiles fly, robots die, and the skies fill 





with explosions and debris, there is a 
that sense Murakumo could have lived 
up to its initial promises. 

Che Chou 





Five out of Ten 








Dev : Acclaim Vexx: ing 
Pub : Acclaim Origin: Austin, TX 
Players : 1 











E Vexx was only awarded two X's after 
review by the ESRB. For more X'ing action, 
check out BMX XXX. 





In the most recent attempt by 
developers to harm the English 
language, Acclaim has released Vexx 
(look for Anggst and Pathoss in the 
future). The mute eponymous hero's 
hands, permanently welded to a pair of 
mystical fighting gloves, are the points 
upon which the fate of the world hangs, 
naturally. After having his tribe nearly 
wiped out by an invading horde of 
Shadowraiths, Vexx must traverse great 
distances (vertically and horizontally) 
across 10 areas, collecting their Wraithy 
hearts and ultimately dispatch the 
Wraithhead Yabu. 

While we appreciate the anatomic 
faithfulness with which the Shadowraith 
hearts are rendered, chasing pieces of 
meat seems like it might be better suited 
for a militant vegetarian or perhaps a 
butcher game. Variety here is vaguely 
lopsided, in that the worlds one warps to 
are fanciful and detailed with diverse 
soundtracks, but only about six types of 
enemies inhabit them. Taking a cue from 
PlayStation's Brave Fencer Musashi, 
however, the time of day changes con- 
tinuously throughout the game, 
effectively doubling the bestiary. 











For all the backstory given, the story- 
line should be a bit more compelling but 
isn't. More often than not, puzzles end 
up being solved accidentally, which is 
less of a shortcoming in the genre than a 
lack of in-game direction. The super- 
deformed cuteness of Vexx, 
incongruous with the adult themes and 





necessarily precise platforming skills 
needed, makes us wonder who, exactly, 
this game is for. 

Paul Yoon 





Five out of Ten 
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GODZILLA: DESTROY ALL MONSTERS MELEE 








After attending church with the Reverend 
Cleofus James, Godzilla saw the light and 
decided to only menace on Tuesdays. 


ШНІТЕООТ 


“Perhaps there's a little Godzilla in 
all of us.” This pithy thought, 
served up with a straight face at the end 

of the cesspool of bad filmmaking 
Godzilla 2000, serves to remind us that 
we'll always have a place in our hearts 
for scale-model Tokyos and the men in 
green rubber suits who smash them up. 
More to the point, it illustrates that, yes, 
we do enjoy our cheese—provided, of 
course, it doesn't stink like Hulk Hogan's 
armpits after a steel cage match. 

With Atari's Godzilla: Destroy All 
Monsters Melee, the cheese could be 
rightly loaded onto a plane and dropped, 
with devastating results, from great alti- 
tude onto an enemy country. The game 
shoehorns famed Toho Studios mon- 
sters Godzilla, Rodan, Megalon, etc., 
into a straightforward fighting game that 
relies too heavily on its gimmick and not 
enough on sheer, monstrous destruc- 
tion. It’s patently absurd that Godzilla 
behaves like a Street Fighter in a mon- 
ster suit, dealing out punishing three-hit 
combos with its fists and then raising its 
arms to block attacks. Ponder this: Why 
would Godzilla, King of Monsters ever 
block a punch? 


Dev: Vicarious Visions Pub: Konami Players: 1-2 Write: Off Origin: Albany, NY 


In small doses, Whiteout is a 

decent enough racing game. 
The problem is that it borrows so 
heavily from significantly better racing 
games (especially SSX:Tricky), and will 
probably just remind you you should 
be playing them instead. 

As with all extreme sports games, 
Whiteout has plenty of unlockables. 
Winning races helps to open up new 
tracks, and doing tricks wins you 
money for sled upgrades. And all 
seven of you snowmobile-racing fans 
out there will be happy to hear that by 
completing specific bonus races in the 
Career mode, you can even unlock a 
few real-life snowmobile racers! (We 
know what you’re thinking: “Oh, 
Whiteout, you are too good to us!”) It's 
the sheer number of unlockable outfits 
and parts that show how much the 
designers overestimated a player's 
ability to sit through hours of repetitive 
tricks and tedious level design. You'll 
stop caring whether or not your sled 
has a new custom reed valve long 
before you can ever afford one. 

Another problem with the game 
comes from its А.І.; all the computer- 





Fun Fact: Diesel cars (or snowmobiles) can be 
run off of vegetable oil instead of gasoline. 


controlled riders seem to be sharing 
some kind of hive mind. They all drive 
at the same speed, corner exactly the 
same way, and almost always take the 
same shortcuts. This shouldn't affect 
your ability to get tired of the game 
more than any of its other faults, but it 
does take you out of the story, remind- 
ing you that you're playing a mediocre 
videogame and not really living the 
adventurous extreming of an 
international snowmobiling playboy 
who gets chicks aplenty. 


out of Ten 


Monster battles lack sense, and 
fights are plagued by moves that are 
near-impossible to counter. The behe- 
moth Megalon oftentimes burrows 
underground to stalk a foe, and only 
pops up to strike. It's impossible to 
defend against the move, and players 
can only run away madly, waiting for 


Dev: Pipeworks 
Pub: Atari 
Players: 1-4 


Monster: Mash 
Origin: Eugene, OR 





Megalon to exhaust itself and surface. 
This is so far from fun it might be made 
of an entirely new substance: antifun. 


out of Ten 


WTA WORLD TOUR ТЕППІ5 


Dev: Konami Pub: Konami Players: 1-4 Deuce: Not so wild Origin: Redwood City, CA 


Women’s tennis is rapidly growing 

in popularity, as more casual fans 
catch on to the game’s athletic intensity 
and sexy competitors such as Ms. 
Anna Kournikova. Konami’s decidedly 
limp-wristed WTA Tour Tennis, the first 
tennis game to make its way to Xbox, 
could single-handedly erode that bud- 
ding fan base in one fell swoop. 

Tennis lets you choose from 20 of 
the most popular female racket-han- 
dlers in the world, but it loses points 
out of the gate with the noticeable 
absence of the aforementioned 
Kournikova and Venus Williams, two of 
the sport’s most recognizable faces. 
Aside from that, there are 10 courts to 
choose from—each with a different sur- 
face—and three play modes: 
Tournament, Tour, and Exhibition. 

The women of Tennis do tend to 
resemble their human counterparts, but 
the adequate graphics can’t cover up 
the sluggish gameplay that makes even 
the quickest matches a chore—and a 
bore—to sit through. The controls, 
which are spotty at best, assign a 
different type of shot to each of the 
controller’s four primary buttons, but 
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Service! We'd like some eggs benedict and 
toast..that's tennis humor, baby! 


there’s really no discernable difference 
between them. The real killer, though, is 
that, unlike Sega’s classic Virtua Tennis, 
И/ТАТТ lacks any sense of speed or 
strategy. Matches take an eternity to 
complete, which makes finishing a tour- 
nament more a test of will power and 
patience than reflexes. 

If you simply can’t wait to spend 
some time playing tennis on your Xbox, 
then WTATT may be the game for you. 
But you'd have more fun watching ten- 
nis on ESPN...even if the TV is off. 


out of Ten 
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ATV QUAD POWER RACING 2 


Dev: Climax Pub: Acclaim Players: 1-4 ATV: STD? Origin: London, UK 


JURASSIC PARH: OPERATION GENESIS 


Dev: Universal Pub: Vivendi Players: 1 Raptor: Tycoon Origin: Los Angeles, CA 





History has proven that anything 

can be made more rad simply by 
jumping a four-wheeler over it. ATV 
Quad Power Racing 2 takes this impor- 
tant lesson and bases a game 
around it. You never go more than eight 
feet in ATV 2 without coming across a 
jump, and thanks to the cartoony 
physics, each one sends you flying 
through the air. 

If you're into the precision maneu- 
vering of NASCAR-type racers, stay far 
away from this game; it focuses more 
on perpetually filling the skies with 
leaping, flipping four-wheelers. Which 
is, obviously, pretty sweet. 

The only real flaw in the game 
comes from the trick system. To 
perform a midair trick, you have to tap 
the directional pad and another button 
at exactly the same moment. If there's 
even a microsecond of deviation, 
there's no trick and your rider com- 
pletely ignores you. Then you invariably 
smash the buttons to repeat your 
order, and the rider hits the ground 
while he's still doing the splits five feet 
from his seat. 

Once you master the game, this 


RUn LIHE HELL 





E This Quad-Powered caption is brought to you 
by the friendly folks at Xbox Nation. 

should only happen once every six or 
seven tricks. But it's still going to have 
a punishing effect on both your 
patience and the groin of your 

video driver. 

The Quad-Powered А.І. isn't very 
aggressive, so even late in the game, 
the computer-controlled drivers seem 
perfectly satisfied with letting you kick 
them off their four-wheelers. But no 
matter how easy it is to do, kicking 
someone the hell off his four-wheeler 
never stops being satisfying. 

Sean O'Reilly 





Five out of Ten 





Dev: Digital Mayhem Pub: Interplay Players: 1 Run: DMC Origin: Irvine, CA 


Jurassic Park: Operation Genesis 
м is one of those games that starts 
with a really cool idea, then sorta blows 
it by mostly ignoring that idea. 

In Operation Genesis, you’re given 
control of Jurassic Park to try and run it 
as a functioning theme attraction—in 
other words, try to succeed where 
John Hammond failed. The problem is 
that Operation Genesis is all too obvi- 
ously modeled after Zoo Tycoon. 

Oh sure, you're building enclosures 
for raptors instead of the usual lions 
and tigers. And you do get to build 
things such as gun towers for when the 
dinosaurs break loose. There’s also a 
ranger’s chopper you can pilot to 
sedate, shoot, or recover dinosaurs as 
the situation requires. 

In the end, however, this is window 
dressing (plus, the chopper is one 
unwieldy, irritating thing to fly). The 
whole point of Jurassic Park, as a park, 
is that the place is utterly unique. 

Even in the early stages, when 
you've only got a half-dozen smallish 
herbivores running around the park, 
people ought to be flocking there by 
the thousands, willing to pay anything 








፳ Fun Fact: This Ankylosaurus never existed. Club- 
tailed Ankylosaurus lacked spikes on their sides. 
to get a glimpse of the dinos, and pos- 
ing some very different kinds of 
management challenges. Instead, the 
park gets a trickle of 10 or 12 folks, all 
complaining it’s not exciting enough. 
As usual for this style of game, 
Operation Genesis also really suffers 
for not being able to control the action 
with a mouse, but that's a quibble. As a 
Zoo Tycoon clone, Operation Genesis 
isn't at all bad, but the fact that it's 
merely a Zoo Tycoon clone is sufficient 
enough criticism. 
Jeff Lundrigan 





Six out of Ten 








MOTOR TREND LOTUS CHALLENGE 


Dev: Kuju Pub: Xicat Players: 1-4 Gameplay: Challenged Origin: UK 





The first hint of trouble for Run 
= Like Hell's hero Nick Conner 
occurs when his partner has her head 
bitten off by a hulking alien. As he runs 
like hell through cold and desolate cor- 
ridors of a doomed space station, he'll 
find himself inundated with ads for 
delicious Bawls™ energy drink, the 
finest drink on Earth or any other planet 
in any solar system! When Conner 
fights his first boss battle against 
Scores of Alien-like aliens, well, the 
game spontaneously busts out the 
hard rock, with a singer howling, 
"There's no place like home." Subtlety, 
be damned! 

Part mystery and part creepy third- 
person action shooter, RLH comes to 
Xbox from the PlayStation 2 with a new 
level, some extra rooms to explore, 
small graphical improvements, and 
downloadable content via Xbox Live. In 
plain English, they put a new hat on 
this sucker and shoved it out the door 
like it was contagious and smelled like 
a foot sandwich. 

Yet there's a lot to like about RLH. A 
hint of a love story gone awry weaves 
its way through the game, adding 








E The hydroponics bay is part of an all-new 
level in the Xbox version of Run Like Hell. 


meaning to all the senseless slaughter, 
and Conner emerges as a tragic figure 
rather than a mindless action-hero 
archetype. As the game progresses, 
so does the sense of foreboding; a 
spreading alien growth marches unim- 
peded across the station, the aliens 
keep getting more and more disturbing 
in their appearance, and Conner's allies 
drop like flies. Forget the wonky cam- 
era and intermittent sputters when a 
new room loads—hell awaits, and it's 
genuinely desirable. 

Greg Orlando 


Seven out of Ten 








Each month, without fail, a game 
rolls through Xbox Nation's pent- 
house pad that's so offensively 
mediocre, it literally makes us loathe our 
jobs. What gives? As firm believers that 
there's a tale behind every game, XBN 
would love to whip up a post-mortem 
feature and let the developers of these 
crap titles tell their side of the story. But 
we also believe that somewhere deep 
down, every game developer must feel 
pangs of disappointment when it ships 
something so atrocious. 

Such must be the case with Lotus 
Challenge and its creator Kuju, which 
has engineered one of the most baffling 
and redundant pieces of software yet for 
the Xbox. Baffling because the game 
boasts two very prestigious licenses in 
the automotive world, yet never lives up 
to these brands. Everything from its 
dated, sub-par graphics to the droll 
game modes, Lotus Challenge begs the 
player to yank the power cord from the 
wall. And redundant because, well, Xbox 
has more than enough decent racing 
titles in its library (see the Apex review 
this month). 

We could live with some banged-up 














W Lotus features some of the most realistic 
traffic jams ever, thanks to the power of X. 


tracks and ugly, unrealistic car models, 
but the game's sloppy controls and toy- 
car collision physics are unforgivable. 
The thrill of driving classic Lotus cars is 
obliterated by its unresponsive handling; 
cars weave wildly on the road with the 
Slightest tap of the analog stick. Not 
even the game's single strength, its inno- 
vative Challenge mode—where racers 
play through a number of (sometimes 
frustrating) missions and scenarios— 
could save this garbage from XBN's 
annual bonfire of the editors. 

Che Chou 





Three out of Ten 





XBN | 093 


Smart Reviews 





Top eight games from Xbox Nation 006 because 10 didn’t really fit 





Panzer Dragoon Orta Lord of the Rings: The Two Towers Battle Engine Aquila Crimson Sea 
Dev: Smilebit Dev: EA/Stormfront Dev: Lost Toys Dev: Koei 
Pub: Sega Pub: EA Pub: Infogrames Pub: Koei 


Battle is a nice balance of action and 
strategy, as well as a remarkable tech- 
nical achievement. 

XBN Rating: 7 


If you still haven’t played Panzer 
Dragoon Orta, someone orta knock 
you upside the head. It’s a work of art. 
XBN Rating: 9 


Tower's singularly visceral, instinctive, 
and immediate; it’s things like that ele- 
vating the game to “must-play” status. 
XBN Rating: 8 


Although Sea is, at heart, an action- 
shooter-cum-blast-em-up, the 
missions are all quite varied. 

XBN Rating: 8 





Р”Е WE > ы 


ла ሀሾ ይከ: нез | 4 
NCAA College Basketball 203 


Нату Potter and the Chamber of Secrets 








= = 


Capcom vs. SNK: EO 


Colin Mcrae Rally 3 
Dev: Capcom Dev: Eurocom/EA UK Dev: Codemasters Dev: Visual Concepts 
Pub: Capcom Pub: EA Games Pub: Codemasters Pub: Sega Sports 


Truly, all is well for those craving 
videogame conflict, but are too lazy to 


Chamber offers a solid enjoyable 


adventure that wears its heavy Zelda 


A fine rally racing game. You buy now 


or you be forever embarrassed. Colin 


It’s the best (and by best we mean 


only) college basketball game existing 


















































put on pants. inspiration with pride. Mcrae rules! on Xbox. 

XBN Rating: 8 XBN Rating: 7 XBN Rating: 8 XBN Rating: 7 

And the rest. . . 

Game Developer Publisher Rating Game Developer Publisher Rating 
4X4 Evolution 2 Terminal Reality God Games 4 BMX XXX Z-Axis Acclaim 4 
Aggressivednline Z-Axis AKA Acclaim 7 Bruce Lee: Quest of the Dragon Ronîn Unîversal Interactive = 
Air Force Delta Storm Konami Konami 4 Buffy the Vampire Slayer The Collective Electronic Arts 8 
Amped: Snowboarding: Microsoft Microsoft 6 Burnout Criterion Acclaim т 
Antz Extreme Racing Empire Interactive Empire Interactive 2 Cel Damage Pseudo Interactive EA Games 5 
Arctic Thunder ІР Midway 5 Chase: Hollywood Stunt Driver Emagine Bam! 6 
Azurik: Rise of Perathia Adrenium Games Microsoft 3 Circus Maximus: Chariot Wars Kodiak Encore 5 
Baldur's Gate: Dark Alliance. Snowblind Interplay 7 Commandos 2: Men of Courage Pyro Eldos 7 
Batman: Vengeance Ubi Soft Montreal Ubi Soft 5 Conflict: Desert Storm SCI Games/Pivotal Gotham Games 5 
Black Stone: Magic and Steel Xpec. Inc. Xicat 3 Crash Bandicoot Жамейеге Tales Universal interactive 6 
Blade ዘ Mucky Foot Activision 4 Crazy Taxi 3: High Roller Sega Acclaim 6 
Blinx: The Time Sweeper Artoon Microsoft 6 Dark Angel Radical Ent. Sierra/Fox Interactive 2 
Blood Omen II Eldos Crystal Dynamics Т Dark Summit Radical Ent. THQ 5 
BloodRayne. Terminal Reality Majesco 6 Dave Mirra 2 ሯል Acclaim 5 
Blood Wake Stormfront Studios Microsoft 6 David Beckham Soccer Rage Majesco 4 
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Game Developer Publisher Rating Game Developer Publisher Rating 
Dead or Alive 3 Team Ninja Tecmo 7 NFL Fever Microsoft Microsoft 8 
Dead to Rights: Namco Namco. 4 NHL 2002 EA Canada EA Sports 8 
Deathrow Southend Ubi Soft 6 NHL 2003 EA Sports EA Sports 7 
Defender Seven Studios Midway 5 NHL Hitz 2002 Black Box Midway. 6 
Dr. Muto Midway Midway 4 NHL Hitz 20-03 Midway Midway T 
Dragon's Lair 3D: Return to the Lair DragonStone Ubi Soft 7 Nickelodeon Party Blast Data Design Infogrames 2 
Dynasty Warriors 3 Koei Koei 8 Nightcaster: Defeat the Darkness VR1 Entertainment Microsoft 4 
Eggmania: Eggstreme Madness: Hot Gen Studios Ltd Kemco 5 Nightcaster Il: Equinox Jaleco Jaleco 5 
Elder Scrolls 3: Morrowind Bethesda Softworks Bethesda Softworks 8 Oddworld: Munch's Oddysee Oddworld Inhabitants Microsoft 8 
Епсізуе Starbreeze Studios ‘Conspiracy Games 5 | Outlaw Golf Нурпонх Simon & Schuster 7 
ESPN NBA 2Night Konami Konami 5 Pac-Man World 2 Namco Namco 5 
ESPN NFL Primetime Konami: Konami. 3 Phantom Crash Genki Phantagram Interactive 8 
ESPN Winter X Games Snowboarding 2002 Konami Konami 4 Prisoner of War Wide Games Codemasters 7 
Fatal Frame Tecmo Tecmo 6 Project Gotham Bizarre Creations Microsoft 8 
ҒІҒА боссег 2003 EA Sports EA Sports 8 Pulse Racer Jaleco Jaleco 2 
Frogger Beyond Konami Konami. 4 Quantum Redshift Curly Monsters Microsoft 6 
Fuzion Frenzy Blitz Games Microsoft 6 Rallisport Challenge Digital Illusions Microsoft 8 
Genma Onimusha Capcom Capcom 7 Rally Fusion. Climax Activision 6 
Gun Metal Rage Software Majesco 5 Rayman Arena Ubi Soft Ubi Soft 5 
GunValkyrie. Smilebit Sega 6 Redcard Socceer 20-03 Midway. Midway 5 
Halo Bungie Microsoft 10 Reign of Fire Bam! Kuju 4 
Hitman 2: Silent Assassin lo Interactive Eldos 8 Robotech: Battlecry Vicious Cycle TDK 6 
House of the Dead III Wow Sega T Rocky Rage Ubi Soft T. 
Hunter: The Reckoning Digital Mayhem Interplay. 8 SeaBlade Vision Scape Simon and Schuster 2 
James Bond: Nightfire EA Games Eurocom 8 Sega GT 2002 WOW Entertainment Sega 8 
Jedi Knight 2 Raven LucasArts 7 Sega Soccer Slam Black Box Sega Players 2: 
Jedi Starfighter Secret Level LucasArts 7. Serious Sam Gotham Games Croteam 5 
Jet Set Radio Future Smilebit. Sega 8 Shenmue || Sega/AM2 Microsoft T 
Kabuki Warriors Lightweight Crave 2 Shrek Dice Dreamworks 6 
Kakuto Chojin Dream Factory Microsoft 3 Shrek Super Party Mass Media TDK Mediactive 3 
Kelly Slater's Pro Surfer TreyArch Activision 5 Silent Hill 2 Konami Konami 8 
Legends of Wrestling: Acclaim Acclaim 6 Simpsons Road Rage Radical EA 4 
Legends of Wrestling || Acclaim Acclaim 4 Sneakers Media Vision Microsoft 3 
Loons: The Fight for Fame. Warthog: Infogrames 3 Spider-Man Treyarch Activision 7 
Lord of the Rings: Fellowship of the Ring WXP Universal 2 Splashdown Rainbow Studios Infogrames 7 
Mad Dash Racing Crystal Dynamics .. Eldos 2 SSX Tricky EA Canada Electronic Arts 8 
Маддеп 2002 EA EA jJ Star Wars Obi-Wan LucasArts LucasArts 5 
Madden NFL 2003 Tiburon EA Sports 9 Star Wars: Starfighter Secret Level LucasArts 5 
Marvel vs. Capcom 2 Capcom Capcom 3 Steel Battalion Capcom Capcom 10 
Matt Hoffman's Pro BMX 2 Rainbow Studios Activision 7 Street Hoops Black Ops Activision 3 
Max Payne Remedy Ent. Neo Rockstar 8 Super Bubble Pop Rune Craft Jaleco 3 
Mech Assault Day 1 Studios Microsoft 7 Superman: The Man of Steel Circus Freak Atari/Infogrames. 4 
Medal of Honor: Frontline. Dreamworks Int. EA Games T Taz: Wanted Blitz Games Infogrames 7 
Metal Dungeon Panther Xicat Interactive. 4 Terminator: Dawn of Fate Paradigm Ent Infogrames 2 
Metal Gear Solid 2: Substance Konami Konami 9 Test Drive Off-Road Angel Studios Infogrames 4 
Mike Tyson Heavyweight Boxing Atomic Planet. Codemasters 4 Test Drive. Pitbull Syndicate Infogrames/Atari 5 
Minority Report Treyarch Activision 5 Tetris Worlds Radical Ent THQ 4 
MLB Slugfest 20-03 Midway Midway 5 The Thing Computer Artworks: Black Label 7 
Mortal Kombat: Deadly Alliance Midway Midway 6 THPS2X Neversof/Treyarch Activision 02 6 
Moto ОР Climax THQ 8 | Tiger Woods PGA Tour 2003 EA Sports EA Sports 8 
MX 2002 Feat. Ricky Carmichael Pac. Coast Pwr & Light THQ 6 Time Splitters 2 Free Radical Eidos 8 
MX Superfly Pacific: THQ 4 ToeJam & Earl ІІІ: Mission to Earth Visual Concepts Sega 7 
Myst Ill: Exile Presto Studios Ubisoft 4 Tom Clancy’s Ghost Recon Red Storm UbiSoft 8 
NASCAR Heat MGI Infogrames 5 Тот Clancy's Splinter Cell Ubi Soft Montreal. - Ubi Soft 8 
Nascar Thunder 2002 Electronic Arts Electronic Arts 5 Tony Hawk's Pro Skater 3 Neversoft Activision 8 
МВА 2K2 Visual Concepts. беда 9 Tony Hawk's Pro Skater 4 Neversoft Activision 7 
NBA 2K3 Visual Concepts Sega Sports 8 Total Immersion Racing Razorworks Empire Interactive 6 
МВА Inside Drive 2002 High Voltage Microsoft 6 Totaled! Rage Software Majesco 4 
NBA Inside Drive 2003 High Voltage Microsoft 6 TransWorld Snowboarding Housemarque Infogrames 6 
NBA Live 2002 Bungie EA Sports 9 TransWorld Surf Atari/Angel Studios Infogrames 3 
NBA Live 2003 EA Sports EA Sports T Triple Play 2002 Pandemic Studios — Electronic Arts 6 
МВА Starting Five: Konami. Konami 5 Turok: Еуоішіоп Acclaim Acclaim 6 
NCAA 2K3 Visual Concepts Sega T UFC Tapout Dream Factory Crave 5 
NCAA Football 2003. EA Sports Electronic Arts 8 Unreal Championship. Digital Extremes. Atari 7 
Need for Speed: Hot Pursuit 2 EA Studios Electronic Arts 7 Whacked! Presto Studios Microsoft 4 
New Legends Infinite Machine: THQ 5 World Series Baseball Blue Shift/VC. Sega 9 
NFL 2K2 Sega Sports Sega 9 Wreckless Bunkasha Activision 8 
NEL 2KS Visual Concepts Sega 9 WWF Raw Anchor THQ 5 
NFL Blitz 20-03 Midway Midway 6 X-Men: Next Dimension Paradox Activision 3 
NFL Fever 2003 MS Game Studios Microsoft 8 Zapper Blitz Games Infogrames 4 














WINA SVR-3000 


Мо 
NETWORK WORTH $450 






www.surveymonkey.com/xbnsurvey 


ENTER YOUR UNIQUE I.D. CODE: XBNTIVO 


AND COMPLETE A BRIEF SURVEY. IT’S THAT EASY! 


Be one of the first 500 people to complete the survey. 
Survey closes May 20, 2003.* 


P ZIFF DAVIS MEDA 


GAME GROUP 























Murs, emcee 

Drew Karpyshyn; scriptwriter 

Stuff + e 
4 Spin: 





When all else was finished, only Xtra remained 


Welcome to the sultry 

behemoth of sorted 

germophobia that is Xbox 
Nation's famed Xtra section. At a 
glance, not everything here might seem 
entirely Xbox-related; the ideal evolution 
of the medium, however, requires eyes 
and minds willing to look beyond 
videogames for their inspiration. 

This month we spoke with Def Jux 
hip-hop artist Murs about his undying 
love for Xbox, and equally undying hate 
for dropping fifty bones on a busted-up 
game. We also sat down with Knights of 
the Old Republic scriptwriter Drew 
Karpyshyn to talk about what it's like to 
write a quarter of a million words about 


Star Wars. Then we scoured up 
precisely seven items which are 
currently available for your purchase 
and consumption on store shelves 
everywhere, and put them through the 
XBN's patented ValueTron 5000 (sister 
product of Review-a-tron 5000 and 
MagarTron 5000) to determine their 
respective worth. We even fielded letters 
from several readers about their love 
and/or hate of this here magazine. 

So lean back, hold on tightly to the 
red railing, and enjoy the scenery. Next 
month: XBN speaks with Susan B. 
Anthony about massively multiplayer 
RPGs and Ricardo Montalban about 
the evolution of the interactive narrative. 










Xbox Nation chats with Los Ange е5- 
Nintendo purses, free music, апа pun 
ውዳ 


Murs has been busting things up іп the rap 
E game for over 10 years now, dropping his 

own brand of science with the likes of 
Company Flow, Aceyalone, Jean Grae, and his own 
Living Legends crew. In a section of Los Angeles 
graced with a deep, gnarled history of jazz legends 
and gang violence, Xbox Nation spoke with Murs and 
his squad of game ninjas at their home base. 


Xbox Nation: So we heard that you made а song 

about Xbox? 

Murs: Yeah. | was living in Orange County and | had 

just gotten my Xbox. The song is “My Xbox Rules"— 
‘cos. Га rather play that than talk to you fools. It was 
‘basically like, “I don't have to go out now. | don't 
have; io go anywhere. F**k all you guys—you're all 
drama anyway.” And now, especially that | have my 
Xbox, 1 don't really have to leave my house. 










i122 XBN: So you never got a PlayStation 2? 
_ Murs: We've been waiting for Xbox since Dreamcast. 
< = We don't play no PissStation, don't play no purse 
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[GameCube]. His cousin [pointing at one of his Е 
friends], due to family ties, they're allowed to play 
some GameCube, but... 


XBN: What don't you like about PS2? 

Murs: Well for one thing it's Japanese, and they 
always get all the cooler games first. And I'm 
depending on Xbox—Splinter Cell and Halo are two 
of the only exclusive games that we got first, and they 
were really, really good...but hopefully in the future 
we'll be able to get the games first, for once. Like 
even when we had N64 and Dreamcast, we always 
had to buy Japanese shit, or get it chipped so we 
could play that stuff...and they would always get 
games that we'd never get over here that were so 
dope. So І have faith in Bill and Microsoft. Although 
it's wavering a bit as of late... 


XBN: Why is that? 

Murs: Well, I’m such a fanatic to the point where I'll 
go to the store with my friends and they'll be like, 
“Look at my section,” and it’s like half the wall, while 


Xbox is in the corner somewhere... | got DOA 
Volleyball'and that's alright; the control is kinda iffy 
andi don't like the POV, but it's better than BMX XXX. 
Are You responsible for this whole Blinx fiasco? 


XBN: No, we had nothing to do with that. 
Murs; That was horseshit. That’s when Microsoft 
pisses me off—it's like, there is no Mario, there is no 
Sonic...it doesn't exist for Xbox so don't try to 
make it exist. . 

$ 
XBN: Any interest in the other systems? 
Murs: Well, some GameCubes actually fell off of the 
truck in the neighborhood so, after coming over here 
and asking permission first, | bought one. | played 
Mario Sunshine—because l’d been fiending, secretly, 
ІНІ may confess my sins here—and | got it and | was 
just like, well: It’s not a 10, there are paint demons, 
and | wanna shoot somebody. Yeah, | defintely 
outgrew it, so | gave it to my little cousin. | was 
forgiven for my sins so | bought TimeSplitters for the 
neighborhood. They let me back in. 


The Xbox just feels like а real system. When it came 
out | was like, “Okay, I’m an adult, there are three 
systems out there, which one am | gonna buy?” So | 
was like, okay, it's American, that's a plus. It's a more 
powerful system, that's a plus. The games will 
come...if | go out there and | support it and | don't 
buy a PS2 it kind of makes a statement...if | have my 
Xbox and my PS2 and І buy PS2 games апа sell my 
Xbox...then it becomes Jaguar. And I’m too old; | 
can't buy three systems cause | won't have time to 
play them all. So | just picked one. 


XBN: You made a serious decision. 
Murs: | can actually say it was worse than buying my 
car; | put more thought into this than buying my car. 


XBN: That's intense. 

Murs: And this being LA, we're very...[pauses] You 
Side with one thing, like | side with the Xbox. Yeah, it's 
video gang banging. Gamebanging. [Laughs] We're 
official gamebangers. Good guys wear green; that's 
our color. 

Kevin (Murs' friend, aka Street Element): See we don't 
have lives, so...TimeSplitters and GoldenEye are the 
key to stopping all violence in the world. Just take it 
to the sticks; that's the key to world peace. If you've 
got a gang problem just pick up the sticks and you 
won! See what happened when they didn't come out 
with a good sequel to Go/denEye? Violence went up! 
All they had to do was keep the license with Rare, 
and come up with a proper GoldenEye sequel, and 
violence would have dropped... 

Murs: It was like Robotech...| bought an Xbox for 
Bruce Lee and Robotech, mainly, and both of those 
games sucked ass. 

Kevin: Can | just say that | think Bruce Lee was the 
worst game I’ve ever played in my entire life? 

Murs: And that was one of those I didn't 
question...you know, ІЛІ usually wait to read some 
magazine reviews before getting a game, but here I 
was like, "Bruce Lee! I've gotta get it! It's Bruce, it 
can't suck." 


XBN: We heard the Bruce Lee estate considered 
suing Universal over that game. They said it 
defiled the license. 

Murs: F**k Universal. The next game needs to be 
about the spirit of Bruce Lee coming back and 
kicking their ass. Maybe these developers and 
publishers need to meet us in order to understand the 
fear, because fifty dollars doesn't come easy. And 
we're not some gamers who just sit іп our house—'ll 
whip your ass if | see you on the street. If you cost 
me fifty dollars I'm gonna whup your ass. That'll be 
another game: Murs Whups the Developers' Ass. 
Kevin: That's like finding out that someone threw the 
game. You bet big money on the game and they 
threw it—you’re gonna beat the shit out of them. All 
developers’ faces should Бе on the box. Someone 
should be held accountable for this. 


XBN: Switching gears for a second, what's your 
feeling on the music industry right now? 
Murs: Thug rap needs to not be so hard, and 


underground rap needs to not be so extreme. | think 
everyone needs to come to a middle point where 
they're actually talking to human beings. 


XBN: Do you think people expect certain things 
from you at this point in your career? 

Murs: | think so, but | thinks kids who have been 
listening to me know what to expect. I’m a guy who 
plays videogames, | get drunk, | like sex, and | smoke 
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go right out into the crowd and sell my music. l'Il buy 
someone a drink, someone buys me a drink and we 
talk music. I'm talking to every kid when they leave— 
if they have a burned CD they'll come up and they'll 
show me, and say, "Yo here's 15 bucks, gimmie the 
real thing." Or if there are 10 kids and they can't all 
afford it |'| sell it to one of them and let the rest burn 
it. It's music. 


| just made it official today—1 banned all other 
videogame systems from the tour bus, 
successfully. | made the call today. 


cigarettes. And that's all I’m gonna talk about—l'm 
not gonna talk about any guns or any lyrical giants... 
you're just gonna get real stuff from my own life. As 
long as somebody rips it to their Xbox hard drive, 
that's all | care about. 


XBN: How do you feel about the whole MP3/digital 
music situation? 

Murs: | love it. If it wasn't for that, | wouldn't be as big 
85 | am. | think it disturbs greedy people—it makes 
greedy people upset. If you sold a million albums, 
who cares about how many of those people 
downloaded it? So you could have sold two million 
albums? You're just being a bastard at that point. And 
those are the only people complaining. 

Like, before this album, there's no way for anybody 
in France to get my record—we didn't have 
distribution in Europe. But now on Def Jux they 
can...and | think those same kids will buy it. Because 
they know I'm not being greedy; | need support so | 
can go buy a мдеодате...! don't need f*cking two 
million instead of one million. 


XBN: Do you think it's hurting you or helping you, 
financially? 

Murs: Helping...definitely. | can't afford to buy ads 
and whatnot—and there's no better promotion than 
one human being playing a song for another human 
being. And if they can't afford it or they can't buy it or 
find it in the store, but they go and download it and 
burn it and play it for ten people...when you become 
a fan of something, you go out and buy it. Just 
because you have a mod chip in your Xbox doesn't 
mean you're not gonna go out and buy a game, it just 
that you're tired of going out and being ripped off by 
Ғ“Кіпа games like Bruce Lee. 


XBN: But when you find a game that's worth it 
you'll support it... 

Murs: Yeah, ІЛІ go out and buy it, because | want that 
developer to prosper. 


XBN: I don't think companies give people enough 
credit for making those decisions... 

Murs: Exactly. | think that people who aren't in touch 
with their fans will say that. You know, when | 
perform, | don't have ten security guys around те. l'Il 


XBN: So it's the money people who are worried 
about it right now... 

Murs: Yeah. It's the people with no talent and who 
don't love it. The fans who can get it—they're happy. 
And the people who make it, they love it because... 
[pauses] You know, ! live comfortably. | paid my саг 
off, | pay my insurance, | can buy some video- 
games...I'm chillin. | don't need two cars, | don't 
need three cars... 


XBN: So you're making it on your music. When 
you look around at the people you know, do you 
think you're the exception to the rule? 

Murs: | think in some ways | am the exception to the 
rule because | һауе my head on my shoulders. I’m 
not a complete "artist"—l don't do a lot of drugs, | 
don't smoke a lot of weed. That's my “Xbox Rules" 
song: | gotta get up in the morning and do this, | 
gotta play games, | gotta make calls, | gotta bring 
records to the store... 


XBN: How would you classify your music? Where 
does it fit into the spectrum? 

Murs: You know, | like Jay-Z...but | think it’s like 
videogames too. You're like: “Okay, | need something 
that's not real for a second." And it's fun and it's cute, 
but at the end of the day you're gonna turn off your 
Xbox or turn off your stereo and just see these over. 
With me...when your son's pissing you off it's like 
okay, you're not alone, you've got somebody to relate 
to. Or a song could come into your head when your 
boss is being a dick to you and | can prevent you 
from knocking him out or whatever. I’m not gonna 
preach to you, but if it makes sense | hope you apply 
it to your life. I'm not gonna say anything off the 
wall...that's just not me. 


XBN: So what do you make of all the Eminem 
hype? Is he worthy of it? 

Murs: Oh, I think he's talented as shit, and there are a 
lot of people who feel that way. Eminem is like Grand 
Theft Auto for rap fans. 


XBN: What would you be? 


Murs: | want to be Dead or Alive Xtreme Beach 
Volleyball. 88 
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His name is Drew Кагрузћуп, and that’s what he does. 


Finishing a game with the size and scope of 
ie Star Wars: Knights of the Old Republic is not 
easy. Neither is making it. Having worked on 
. . PC classics such as Baldur's Gate and its sequel, as 
` well as the renowned Neverwinter Nights, Senior 
Designer Drew Karpyshyn is one of the young field's 
most experienced writers, and Xbox Nation chatted 
with him about the upcoming Star Wars RPG epic. 


Xbox Nation: How did you get into PR writing for 

videogames? 

; rew Karpyshyn: | was working оп my Master's Degree 
in English, and | saw Bioware was looking to hire some 
people. I'd also written a novel for Wizards of the Coast 
in their Forgotten Realm Series, so | think that was kind 

. - of my in to Bioware here. | came in and did some 

writing samples for them апа. 








XBN: How much writing and dialogue is in KOTOR? 
Karpyshyn: We've got four main writers on the team. 
Our VO [voiceover] text, pretty much almost all the 
% game is VO, spoken text, and we had 9,000 lines, so 

^ 're looking probably somewhere ii in the area gf 









n't actually spoken, any 8 дег Mes 

information and that, probably pushes 

up to somewhere cl to a quarter of a million words. 
LARA : 


| XBN: How does writing a script of that size with a 
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nonlinear storyline differ from writing something 
very finite and linear like a film script, and how does 
that creative process differ? 

Karpyshyn: The creative process is fairly similar, in that 
you constantly try to come up with interesting story 
ideas. Of course, the big difference is that there are so 
many choices and it’s such a nonlinear script; we don’t 
know for sure what a player is going to do, and every 
choice they make affects the game world as a whole, 
so it's kind of a geometric progression. It just keeps 
multiplying and multiplying. So inevitably, what we have 
to do is sacrifice a little bit of complexity for the sake of 
more options available for the player. In a novel, you: 
know exactly what every character is going to do. In a 
movie, you know exactly what they're going to do, so 
you can plan it out very specifically. You can get very 
complicated, with very convoluted plots, and you don't 
have to worry about the audience getting lost ог _ 
confused because you know exactly how things are 
going to be revealed. In a videogame, you always have 
to take into consideration that everybody's coming at it 
from a different angle, their own personal angle. We 
have a lot more breadth to a videogame, it's a much 
broader spectrum, but right now it doesn't have maybe 
some of the depth or complexity that you would get 
with a single storyline. That's the trade off. 





XBN: How do you think KOTOR takes a new path in 


terms of how it goes about telling the story? Do you _ 





believe that videogames have established their 
“formula” for telling a story, and that KOTOR 
continues along these lines, or are you guys 
actually trying something new? 

Karpyshyn: In general, videogames do have their 
conventions, but with every game that comes out—at 
least with Bioware, anyway, and several other 
companies—we're trying to build upon those 
conventions. It's a very young art form, a very young 
genre right now. So what we're finding is with КОТОР. 
is that one of the things many games haven't done is 
to have your decisions really affect the world, and 
affect how people react to you and significantly change 
the storyline and the path you're on. We've tried to 
incorporate that which we feel sort of pushes the genre 
forward, so other people's games, to live up to this, will 
have to incorporate a similar thing and everyone will 
build on what's come before it. | think the biggest thing 
is that with Star Wars—because we've got four full- 
time writers on it, because we've had the time to really | 
focus on it, 85 | said—we've got quite a bit of breadth, 
and we've been able to add the depth that has | 


“sometimes been lacking in video game stories. 


XBN: | Is that because you have four ‘people working 
on the script full time? 

Karpyshyn: That helps, but it’s also just a learning | " 
process: With all of our other [PC] games, through 
Baldur's Gate and Baldur's Gate Il and Neverwinter, 
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Game Boy Advance SP 
Manufacturer: Nintendo 
http://www.nintendo.com 
Price: $99.95 


Let’s be honest: With Nintendo’s current monop- 
oly on the handheld market, the next Game Boy 
could be a brick with a backlit screen and we'd 
be all over it like flies on poo. Thankfully, Nintendo 
actually put some thought into its latest money- 


Mglosses RV. ነ 
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making scheme: the Game Boy Advance SP. For 
another hundred bucks, gamers can retire their 
battle-scarred GBAs for the sleek new SP, 
featuring a front-lit screen and a rechargeable 
battery pack. When not in use, the SP folds into 
itself, protecting its screen and halving its size. A 
nostalgic throwback to the retro Game-and-Watch 
design of the 1980s, the SP actually feels more 
ergonomic than it looks. A tasteful fusion of form 
and function worthy of every Xbox owner. 


Xbox Screen Pad 
Manufacturer: Hip Interactive 
http://www.hipinteractive.com 
Price: $100 


Remarkably light for an Xbox controller 
attached to a 2.6-inch, high-resolution 
screen, the Screen Pad is a device that 
allows game and DVD play (with a playback 
kit) without a TV. The screen can be titled to 
suit a player’s needs and then locked into 
position; as for the controller itself, it’s fine 
aside from the fact that the left analog stick is 
placed perhaps too closely to the screen’s 
base. While it’s nice that the screen allows 
color, sound, brightness, and contrast adjust- 
ments, it seems odd that said controls are 
such hideously oversized knobs as the 
screen so small. Kinda ugly, kinda useful. 





Estate Kids Series 
Designer: Eric So 
http://www.kidrobot.com 
Price: $20-$75 per figure 


Revered soft-vinyl toy designer Eric So's latest 
batch of urban misfits cover the demographic of 
Hong Kong's “estate kids." Essentially the Asian 
equivalent of housing projects, estates contain 
characters from all walks of life. The Estate Kids 
series feature a wide spectrum of personalities 
too, from fat hip-hop heads to skinny alley 
junkies. Build a yellow ghetto today! 


Pyramat 

Manufacturer: Pyramat Interactive 
http://www.jboyco.com 

Price: $149 


Stretch out your legs, kick back, and play some 
Xbox games on the Pyramat, a fold-up cushion 
with built-in speakers that looks as ridiculous as it 
is comfortable. Impress that special someone 
with this chic, post-geek accessory. 
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Things that go round and round 





After you’ve played so many videogames you finally see what a thumb bone looks 
like, put these in your Xbox and push the play button with your nose. 


Тһе Sea апа Саке Оле Bedroom The Thermals More Parts Per Million 





Roots Manuva Dub Come Save Me 


Roots Manuva, the 

British producer/fire- 
breathing MC otherwise 
known as Rodney Smith, 
brings an extra dose of the 
grime fandango on this 
follow-up to last year’s 
classic Run Come Save Me. 
On Dub, Roots teams up with producer Lord Gosh to 
produce a thick, gravelly medley of beats and 
rhymes, heavy on the bass and even heavier on the 
ire. Cavernous, echoing basslines rumble across 
stilted rhythms to produce the perfect aural 
accompaniment to a night of multiplayer mech 
battles and revolutionary discourse. 
Evan Shamoon 








For years, acts such as 

Cornelius and Radio- 
head have challenged guitar- 
driven pop by cutting and 
fusing rock’s dynamic impulse 
with programmed beats, 
organic synths, and sampled 
electronics. The Sea and Cake 
stakes out another corner of this audio frontier with its 
sixth album, One Bedroom. Opening with a blissful 
instrumental and closing with an electro-boogie 
reinterpretation of David Bowie’s Sound and Vision, the 
album is a tender balance of sonic inertia and musical 
structure, featuring vocally-centric yet spatially aware 
songs. Perfect for a rainy day at the zoo. 
Che Chou 





Upbeat, happy, 

energetic rock 
music...that’s what this band 
plays. Folks like to say they 
sound like Guided By Voices, 
but basically it breaks down 
like this: a guitar, bass, 
drums and vocals explode in 
unison to create frantic, expressive rock-n-roll. 
Thankfully the band is not overproduced; the record 
sounds like it was recorded in a garage, which adds 
to the energy and purity of the passionately delivered 
songs. This is positive stuff, sure to inspire lots of 
dancing, sweating, smiling, laughing, and absolutely 
zero face and/or neck punching. 
Nate Denver 





Busdriver & Radioinactive The Weather 


Max Tundra Mastered by the Guy... 





West coast 

underground MCs 
Busdriver and Radioinactive 
join forces to deliver smart, 
funny, and utterly bizarre 
lyrics over intricate beats by 
Daedelus. The Weather is 
upbeat with jolly loops, 
samples of kids singing, and flowery Austin Powers- 
type breaks under vocals ranging from speed- 
rapping to straight-up singing. The highlight of the 
record comes on “Fine for a Robot,” in which the 
identities of sex and computers are beautifully mixed 
and toyed with. “Oh yeah girl, put your hands on my 
keyboard.” Bumping. 
Nate Denver 
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With a beat box, off- 

kilter vocals, and a little 
Commodore 64, Max Tundra’s 
Mastered by the Guy at the 
Exchange is a quirky, 
፳2 confusing, but altogether 
brilliant collection of not easily 
categorized sounds. Ben 
Jacobs (aka Max Tundra) employs what sound like 
Moogs on a sugar high, his sister’s vocals, and a dose 
of humble song writing that oddly ventures into 
accessible pop. “Hilted” begins as a videogame 
ballad, but somehow pleasantly morphs into indie 
pop. Frenetic and dizzying, Mastered allows you to 
pick up new layers with each and every listen. 
Raina Lee 





Incest Live is the latest 

offering from San 
Francisco local techno hero 
Sutekh. This fantastic sonic 
journey begins with organic 
rumblings soon morphing into 
his trademark digitally 
distorted techno. At times, 
abstract and noir, Sutekh maintains a bouncy tech- 
house feel. Reminiscent of a lush film soundtrack, 
melodies and harmonies mesh with his superbly 
written dance floor beats. By manipulating sound files 
in real-time, this is truly an untraditional version of a 
"live" studio album. /ncest Live provides a surreal 
accompaniment to your insomniatic tendencies. 
Brad Steinberg 
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Cure is about the murderous power of suggestion. 

Directed by Kiyoshi Kurosawa, the film is a Japanese 
psychological thriller centering on a series of murders 
triggered by hypnosis. The killers are unconnected, everyday 
people—including a schoolgirl and a newlywed husband— 
who kill in the same grotesque fashion: lacerating the jugular 
vein in the form of an X. Koji Yakysho (Shall We Dance) plays 
the wing-haired detective on the trail of the murders and the 
mysterious vagabond who is the only link between them. 
The detective must break the spell of the wanderer, take 
care of his mentally ill wife, and maintain his own sanity. 

With little extraneous bloodshed and many eerie longshots, Cure is tastefully 
done and maintains a cold, alienating presence. Unlike the more supernatural The 
Ring, Cure is better crafted on account of being less sensational and more cerebral, 
as the conflicts are often battles of will. Highly original and highly recommended. 
Raina Lee 











хтва 4 - 


Out of the Box 


24 Hour Party People 
"Factory Records are not actually a company," an 


[] impossibly earnest Tony Wilson tells a prospective 
buyer of the record label he founded in 1976. “We are an 
experiment in human nature.” Equally pretentious and 
progressive, the line essentially sums up the lofty ideals and 
self-important charisma of Wilson, the film’s central character 
and narrator. In the decidedly postmodern style of “self- 
referential docu-drama,” director Michael Winterbottom 
(Wonderland, Welcome to Sarajevo) tells the story of the 
Manchester music scene, beginning with the first-ever Sex 
Pistols concert (seen by only 42 people) and ending with Factory Records’ final days. 
Spanning the period from 1976 to 1992, the film is bookended by tragic triumph, 
recounting the stories of both Joy Division and the Happy Mondays. Even minor 
characters are imbued with real, rounded personalities, and the integration of real 
footage with grainy, digital cinematography helps to evoke genuine emotion. 

Evan Shamoon 


STEVE COOGAN 





Futurama (Volume 1) 


Once upon a time, say in the year 3000, an idiot 

manchild pizza-delivery boy joined forces with a one- 
eyed mutant, an alcoholic bending unit, and a senile inventor 
to become the greatest force in intergalactic delivery service 
ever assembled. Together, their nine-episode, 30-minute 
adventures, sure as lava is hot, formed the stuff of legend: 
the time the dullard Fry imbibed the leader of a race of liquid 
beings, the time Bender the robot became addicted to 
electricity and got sent to robot hell to meet Beelzebot, the 
time greasy space hero Zapp Brannigan (who crushed the 
pacifists of the Ghandi Nebula) took his skin boat to Leela’s tuna town, if you 
understand our meaning. And in time, this legend was packaged on three DVDs, 
and you found yourself buying it because legends are hard to come by, and 
Futurama’s is, well, legendary. And you laughed heartily ever after because, simply, 
that is the magic contained therein. 
Greg Orlando 








The Tom Green Show 


Tom Green is a punk-rock pioneer in the comedy 

world. As with many a beloved underground punk 
band, Green’s mainstream work for MTV never quite captured 
the ragged, dangerous edge of his genre-busting early days. 
Fortunately, The Tom Green Show-Early Exposure: Raw Meat 
and Rare Treats now brings Green’s revolutionary best to the 
world. The greatest hits of his Canadian public-access cable 
show (which aired from 1994 to 1996), this is what made 
Green a cult phenomenon in Canada and fueled his rocket- 
speed flight to MTV and Hollywood. Watch as Green paints 
his parents’ living room plaid while they're out of town. There's Green's little brother, 
warning him of the trouble he'll soon be in. Here come his parents, shocked and 
overwhelmed, and confronting him not as an international star, but merely their 
oddball son with his lunatic hobby. This is comedy not just as performance art, but 
also as some kind of twisted, hilarious Freudian-encounter therapy. 
Chris Turner 
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ree Colors Trilogy (Blue/White/Red) 


Fans of late Polish director Krzystof Kieslowski will 

happily part with $39 when his Three Colors Trilogy 
box set hits DVD this March. The three movies, named for the 
colors of the French flag, Blue, White, and Red deal with the 
respective themes of liberty, equality, and fraternity. The set 
kicks off with a car crash in Blue that divests Julie (Juliette 
Binoche) of a promising life with her husband and daughter. 
Though first paralyzed with grief, Julie soon discovers and 
then appreciates her newfound freedom, life and hidden 
passions. White, a dark comedy starring Julie Delpy (Killing 
Zoe), obsesses about despair, displacement, and the inequalities of love. Red delves 
into the power of media imagery and its effects on human interaction, particularly the 
relationship of Valentine (Irene Jacob), a happening young model in Paris, and an 
embittered voyeur (Jean-Louis Trintignant). As the last great work of a modern 
master, the Three Colors Trilogy should be required viewing for all Xbox owners. 
Che Chou 








House of the Dead 


Juergen Prochnow, as Captain Kirk, shows his vast 

range in the soon-to-be-vomited-straight-to-video 
House of the Dead. At times, he smokes in the rain and 
looks pensive. Other times, he smokes in the rain, looks 
pensive, and shoots zombies. Journeyman actor Clint 
Howard plays Salish, a guy who wears a mean raincoat. 
And there are zombies, too; zombies everywhere, waiting 
to be shot. And in case you missed the part where House 
of the Dead was a movie about a videogame, the director 
reminds you once every 10 seconds or so by flashing 
footage from the games. Sly homages to Jaws and Lord of the Rings and balls- 
to-the-wall, special effects-drenched action sequences are mildly amusing, but 
it’s not as if this was a film to be, say, watched. Sincerely, though, the best part 
about seeing this movie was when, during the film’s premiere, director Uwe Boll 
began to frisk attendees to ensure they weren’t packing heat or camcorders. 
Greg Orlando 
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LORD OF THE RINGS: THE TWO TOWERS. XBN'S DEFINITIVE REVIEW 
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Last Issue... 
Once upon a time there was this 


magazine. It was a grand and glorious 
magazine full of mirth and wit, and if you 
didn’t read it, your peers laughed at you 
for your foolishness. It had a whopping, 
10-page Brute Force feature in it; 
previews for all your soon-to-be favorite 
games including True Crime: Streets of 
L.A., The Last Ninja, Freedom: Liberty 
City, Sudeki, and Duality; and all manner 
of delightfully snappy reviews for games 
such as Panzer Dragoon Orta (we 
deliciously proclaimed it, “a game you 
Orta be playing”), Lord of the Rings: The 
Two Towers, BMX XXX, and Crimson 
Sea. There was more, too, in the form of 
Technical Chicken, who taught us all to 
love again, as well as show us how to 
wirelessly network our homes for 
broadband connections. It contained 
interviews to read, obscure jokes to 
puzzle over (not even the editors got 
them), and enough Xbox-related 
goodness to wallpaper your houses 
with. It was, for want of a better 
description, Xbox Nation #6, the 


ennui issue. 
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Why did you guys give Terminator: 
The Dawn of Fate such a bad score? 
It at least deserves a six out of 10, 
sure the controls are screwed but you 
can get used to it. It’s a top-notch 
action game with an okay story. 
Maybe it’s not as good as 
MechAssault, Splinter Cell, Metal Gear 
Solid 2: Substance, and Tony Hawk 4, 
(| own all of those games) and it's 
nowhere near Halo [| own that, tool). | 
would put it with Whacked! and 
James Bond: Nightfire, and maybe 
Blinx: The Time Sweeper. 

Robert Pennuto 


Because we are lazy and answering 
your letter would smack of effort, we 
enlisted the help of jaunty freelance 
writer Jeff Lundrigan to craft a 
response. Lundrigan, who reviewed 
Dawn of Fate, says: "So let's get this 
straight: the controls are screwed 
up, the enemy А.І. is pathetic, the 
gameplay is completely repetitive, 
and the most devastating attack in 
the game is your nigh-unstoppable 
sweep kick (which makes no bloody 
sense no matter how you look at it), 
but somehow the action still winds 
up being ‘top-notch’? l'Il give you 
that the story was okay, but basically 
you're saying, ‘Beyond the 
assassination, Mrs. Lincoln, how 
was the ріау?” 


Please change the "Xrated" review 
section title to something else. It's 
tasteless. 

Tim Larkin 

Arlington Heights, IL 


Done and Done. Look for the same 
high-quality reviews under the new 
section name "Hot, Horny, Humping 
Critiques!" 


Please change the 


І played this truck-driving game 
called The King Of Route 66, the 
other night at the arcade and | was 
wondering if you guys could maybe 
produce one for the Xbox? I believe it 
would do really well, If not you know | 
would buy it at least. Also since you 
guys make really good games could 
you try and produce a rodeo game? 
Tobhen Cooper 

Aberdeen, Md 


Funny you should ask, Tobhen. 
When not producing Xbox Nation 
magazine, our staff members also 
create Xbox games. We're hard at 
Work on titles such as Evan 
Shamoon: Project Cow Scraper, 
Greg Orlando's Big Tie-Your-Own- 
Shoelace Adventure, and Punchy 
McBleedington's Swell Black-Eye 
Escapades Starring David Ziganay. 
Thanks for the suggestion, and 
you be sure to camp out in front of 
the videogame store right now so 
you won't miss our new title that's a 
fusion of rodeo action and leprosy 
simulation. We're calling it “Uncle” 
Andrew Mendoza's Leprosy Rodeo! 


Гат a new Xbox owner and 
purchased your magazine. | have a 
couple of comments. Typesetting 
101: The reason most magazines and 
newspapers use a serif font is 
because of its ease of readability 
(Function over form). | have never 
read a magazine with such a tiny 
font, 11- or 12-point would be nice 
but would never order a publication 
that needs a magnifying glass to 
read. Even my 11-year-old had 
difficulty reading Xbox Nation. 

Sorry would like to subscribe and 
will check you out in a few months to 
see if there's an improvement, but 
until then? 


"Xrated" review 


section title to something else. It's 
tasteless. — Tim Larkin, Arlington Heights, IL. 





Roy Torrey 
Until then, Mr. Roy Torrey, you may 
not drink from the firehose! 
Also, our art director 
David Ziganay says: 


Thank you for the 
enlightening 
dissertation on 
typesetting. I had no 
idea my lackluster 
attempts at design were 
not only horribly 
inadequate, but were 
also inflicting countless 
instances of eye-strain 
on our beloved 
readership. A thousand 
apologies. 


Regarding Daniel DiGiacomo's 
commentary in the Halo 2 preview 
from Xbox Nation #5, “And aside from 
the sacred Empire Strikes Back, has 
there ever been a motion-picture 
sequel that's lived up to its 
predecessor?" 

Of course there has: 
1. Indiana Jones and the Temple of 
Doom (Raiders of the Lost Ark) 
2. Dawn of the Dead (Night of the 
Living Dead) 
3. Evil Dead 2 and Army of Darkness 
(Evil Dead) 
4. Terminator 2 (The Terminator) 
5. Aliens (Alien) 
6. Star Trek Il: The Wrath of Khan 
(Star Trek: The Motion Picture) 
That's my two cents. 
Ryan VanDalinda 


You forgot Breakin' 2: Electric 
Boogaloo! We beat Dan DiGiacomo 
about the head and face for his sins. 


Thank you for getting your Web site at 
Gamers.com up. It does make me 
quite giddy. Also, it would be freakin' 


awesome if you guys could һауе а 
demo disc put out with your magazine. 
Because your magazine's content is 
about 200 percent better than that of 
Official Xbox Magazine, but they have 
а demo disc. And demos (in essence, 
free games) are almost as good as free 
T-shirts. Which everyone loves. My 
subscription is waiting for that 

demo disk. 

David Sherwood 


Well, it seems that a demo disc isn't 
in the works for Xbox Nation, at least 
not anytime soon. It's a purely 
business-related decision, one the 
editors have no power to make. 

That said, and while we're big 
fans of giving away free stuff, when it 
comes down to it, we'd rather 
concentrate on making a great 
magazine you can buy and enjoy for 
less than 10 bucks a pop. 


| was wondering if you guys һауе 
heard anything about Sea Dogs 17 
This game is made by Bethseda— 
the makers of Morrowind—and it 
looks like it will be a great 
RPG...allowing the player to do just 
about anything that he damn well 
pleases. Any info will be greatly 
appreciated. And when are you 
going to do a preview on it? 
Chance 


Let's see...the game's an RPG at 
sea and features two playable 
characters: Blaze Devlin or Danielle 
Greene. There'll be epic sea fights; 
lots of scurvy, salty NPCs; islands 
and towns to explore; parrots; 
wooden legs and eyepatches 
aplenty; treasure (buried, and not 


Mail of ї oment 


spent); grog; and also shanties. 

It'll be out sometime this spring, 
possibly even before we can get 
one of our drunken, blackhearted 
freelancers to write a preview for it. 


After putting down Xbox Nation #6, 
let me say | feel as though my mind 
was just mercilessly spanked by 107 
pages of pure genius. Now, that may 
be overstating it, but honestly, the 
last time | read a magazine and found 
myself that interested was the last 
time | read О (the Oprah magazine), 
and that was just because | was 
"taking liberties" with myself. 

Seriously though, practically 
everything about that issue was 
dope. First and foremost it was 
purdy. David Ziganay never ceases 
to amaze me with his uncanny ability 
to design and Andre Sibayan's art is 
unbelievable. As far as content is 
concerned, | was equally as 
impressed. Not only did | find myself 
laughing 'till | was red in the ass, but 
some of the articles actually made 
me...think. The Tokyo Tribe section 
left me pondering Microsoft's Japan 
strategy, and the Xbox's future 
there. The anonymous letter in the 
Inbox section, presumably from 
some videogame industry insider, 
was refreshingly honest. | should 
take this opportunity to thank you 
for your brave publication of material 
such as that letter. 

XBN's sheer honesty and 
openness with the reader is part of 
what makes it so special. It's actually 
a weird kind of trust that allows us to 
really take what we're reading in 
without the constant worry of a 
hidden agenda. Your extensive write- 


In which Pooh tells Jason to get a life ... 

І absolutely cannot figure out how to do the finishing moves for some 
of the wrestlers in Legends of Wrestling Il. I've tried to do finishers for 
the "behind" guys like Roddy Piper and Ted DiBiase, but it just will 
not work! The book says the Y button is supposed to put the 
opponent into a Full Nelson ISP, but no soap. 

Also, neither the manual nor anything else tells you how to perform 
your Created wrestler's finisher, what the finisher is, whether you can 
choose your own finisher rather than simply giving it a name, or what. 
I'm really frustrated about this. For the love of God, help me with all 


these questions! 
Jason Oberg 


Well, Jason, we'd like to help you but Greg Orlando, the guy who 
reviewed Legends of Wrestling Il for Xbox Nation, actually forgot 
about the game as he was playing it. He recommends spending all 
the remaining time you have left on Earth trying every button and 
situational combination until you get it right. Good luck! 





О “I have an idea. Instead of burying the 
treasure, why don’t we use it to buy things? 
You know, things we like and lust after?” 


ups on mod chips are especially 
commendable, as many people 
would disagree with your decision. 
The reviews, as always, were on 
point and interesting and are 
exemplary XBN's broad scope of 
different perspectives. In English, | 
am referring to the fact that you guys 
really seem to make an effort to give 
all sides of a story, whether its as 
simple as including a sidebar about 
the illegality of mod chips or the 
inclusion of interviews with people 
from all areas of the industry. Lastly, 
your music, movie and Web 
recommendations are simply stellar, 
and are so original and eclectic that 
they [insert funny joke here]. 

Much appreciation fellas, its nice 
to see that in a world of GamePros, 
some people aren't just printing 
excrement with 50 pages of game 
codes and a demo disc. 

Lastly, seeing as | am related to an 
XBN staff member, to prove I'm not 
just writing this as useless 
unabashed propaganda, let me 
conclude by saying that Evan 
Shamoon sucks. 

Big time. 

Mike Shamoon 
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ГІ Here's а code to unlock nude Andre The 
Giant: Go to the main menu screen and push 
the X button 6,345 times. No lie! 
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“I want to stab 
somebody. | love 
Zelda, but at this 
point | don't want 
to go around 
talking to villagers. 
І want to go 
around stabbing 
villagers.” 


"| like to call it the 
Malcolm X Box— 
. designed for the 
‘black man’s hands.” 


“Colonel Sanders 
and General Tso? 
Neither of them 
brilliant military 

minds, but boy! 
could they whip up 
а good chicken.” 


“Why is he 
fighting? Who 

cares? He's | 

doomed anyway.” 


“We must maintain 
our position as 
having the most 
bathrooms per 
character in a 


| 1 en rock 
oll, let him bust 
1 the chops." 
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Star Wars: Galaxies 

Wanna be a Wookie? Wanna talk to Obi-Wan 
Kenobi live and direct? Wanna fight bounty 
hunters and giant AT-ATs or wander Tatooine 
looking for loose change? XBN gets a taste of the 
massively multiplayer online role-playing game 
Star Wars: Galaxies before its release on PC. 


Learn to ride steeds, master the art of thievery, 
acquire pets, clothing, or even tattoos. Marvel at 
dynamic weather systems, deformable 
environments filled with creatures, citizens, and 
cities. Arguably the most ambitious videogame of 
all time, Fable gets the XBN treatment next issue. 











Crimson Skies 

Microsoft's dogfighting game set in an 
alternative reality 1930's, where plague 
and isolationism has split the United 
States into 23 different countries— 
each at odds with one another and 
beseiged by aerial pirates. Boom. 


Review smorgasbord 

Knights of the Old Republic, Brute 
Force, Enter the Matrix, Phantasy Star 
Online, The Sims, NBA Street Volume 
2, Starsky and Hutch, and Galleon 
reviewed next issue. (Just kidding 
about the Galleon bit, of course.) 


Huge E3 preview 

If there's one thing we can all agree 
on, it's that the Electronic 
Entertainment Expo (E3) uses a lot of 
electricity. Also, it is the single largest 
videogame event of the year. XBN 
gets the scoop on what comes next. 
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Ziff Davis and Sega congratulate the winners of the 


Panzer Dragoon Orta contest: 
Grand Prize Winner: 
lan Cartersville, GA 


Second Prize Winners: 
Phillip Brooklyn, NY 
Terrance Columbus, GA 
Christopher Orange, CA 
Steven Astoria, NY 


Third Prize: 

Vu Des Moines, IA 
Wen New Martinsville, WV 
Chris New Paltz, NY 
Todd Columbia, MS 
Chris Fenton, MO 
Tim Omaha, NE 
Dawn Savannah, GA 
Chad Whiteland, IN 
Matt Florence, KY 
Kimberly Waterloo, IA 
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LIMITED EDITION 
НІН Soundtrack 





Annihilate aliens in this/chilling sci-fi 
action-horror adventure. 


;Duthink, outrun, and outgun intelligent 
Қ foes that adapt to your every move. 
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Edge-of-yourseat, movie-style suspense 
with voice: talent of top actors. 
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